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MILLENNIUM 2000 GIVEAWAY 


с/о Nintendo Power 


THE MILLENNIUM 2000 LOGO iS SCREENED ІМ BLACK. DO NOT м5 YOUR ONLY 
OPPORTUNITY ТО GET YOUR HANDS ON ONE OF THESE AWESOME (NOT TO MENTION — p. Box 97085 
HIGHLY COLLECTIBLE) N64 CONTROLLERS. AND THEY'RE NOT AVAILABLE IN STORES! Redmond, WA 98073-9785 


у n ГГ, x А С Pe T RULES: — No purchase necessary. Only U.S./Canadian residents (excluding Quebec) who are not employees of Nintendo of America Inc. (“NOA”) 
A + ei | UY. Гэ / 1 TULIO. or its affiliates (or their immediate families) are eligible to enter. Void where prohibited. To enter, print your name, address, telephone 
: асан M PIE tesa! number, and “MILLENNIUM 2000" on a plain 3,5" x 5" card, and mail the entry to this address: MILLENNIUM 2000 GIVEAWAY, c/o 
Nintendo Power, Р.О. BOX 97085, REDMOND, WA 98073-9785. One entry per subscriber. Entries must һе received by February 15, 2000. NOA is not responsible for: (a) late, lost, illegible, or misdirected mail; 
(b) disruptions or damages due to events beyond NOA's control; or (c) printing or typographical errors. Entrants consent to heing placed on a mailing list for promotional materials. On or about March 1, 2000, 
winners will be randomly drawn from eligible entries. Canadian entrants may be required to correctly answer a timed skill testing question to claim a prize. NOA will attempt to notify winners by mail by March 
15, 2000. Prizes not claimed within 14 days after notification or which are undeliverable will be forfeited and will not be awarded to an alternate winner. Unless prohibited by law, winners consent to NOA's 
promotional use of their names, likenesses and other personal information without further compensation. Odds of winning depend on number of entries. No transfer or substitution of prizes permitted, except 
that NOA may substitute a prize of equal or greater value for any prize. For a copy of these rules, or (after March 31, 2000) a list of winners, send your request to the address above. WA/VT residents may omit 
return postage. Prizes: One thousand (1,000) entrants will receive a “MILLENNIUM 2000" Nintendo 64 Controller. Approximate value of Controller is $29.95. TAXES ARE WINNERS’ SOLE RESPONSIBILITY. 
Prizes won by minors will be awarded to a parent/legal guardian on their behalf. Winners (and if winner is a minor his or her parent/legal guardian) may he required to execute an affidavit of eligibility and 
release of liability as a condition of award. By entering, you (and, if you are a minor, your parents or legal guardians) release NOA and its affiliates, directors, officers and employees (collectively, *Released 
Parties”) from any liability for any claims, costs, injuries, losses ог damages incurred in connection with the sweepstakes or any prize (including those related to personal injury, death, damage to property, 
and rights of publicity or privacy). Entrants agree to be hound by these Rules and NOA's decisions, which are final. NOA may change these Rules and/or suspend or cancel the sweepstakes at any time if caus- 
es beyond NOA's control affect the administration of the sweepstakes or NOA otherwise becomes (in its sole discretion) incapable of running the sweepstakes as planned. Any provision of these Rules deemed 
unenforceable will be enforced to the extent permissible, and the remainder of these Rules will remain in effect. All sweepstakes materials are Copyright 1999 by МОА. 
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characters you're going to need ап 
comes to this line of work, the best in 


Crack open Nintendo Power and 

you've got a solid lead on all of 

Donkey Kong's moves. That goes for 
Diddy, Tiny and the rest of the Kong 
crew as well. We're talking about the 
ultimate monthly source for tips, 

tricks, strategies and secrets to help you 
rule the jungle... or at least the neigh- 
borhood. 


64 Player's Guide with yo 
credit card orders for only 
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һе choice is yours. 
with Nintendo Pow 


Pak only, use the attached order form. 
о available on our website: www.nintendo.com 


Game by Rare. Rareware logo 
is a trademark of Rare. 

& and "№ Logo are trademarks 
of Nintendo of America Inc. 








Here's the deal. Subscribe now and SAVE OVER 60% off the newsstand 


cover price. You'll get 12 jam-packed issues of Nintendo Power ® loaded | 
with exclusive tips, tricks, strategies and more. Plus, exclusive Pokémon = Official: 





Kong 64 Player's Guide 
Trading Cards bound into upcoming issues. And if you call now, you can You get all 3 for only $40 U.S.! ($50 Cdn.) 
get either the Jungle Pak or Banana Pak at a special savings! Please alow 71210 days for delvery of the Jungle Pak 
s Guide and controler, Your frst ie the magazine 
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VISA and MasterCard 
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ANA РАК (offer # 3290) 


Mail | in the order form below or call 
1-800-255-3700. The Banana Pak is also 
available at www.nintendo.com 

Е 12-month subscription to Nintendo Power 
Е Official Donkey Kong 64 Player's Guide 
Both for only $19.95 U.S.! ($2795 Сап.) 


Please allow 4 to 6 weeks for delivery of the Banana Pak 
Player's Guide and for your first issue of the magazine to arrive. 


Order your Banana Pak today! 
Call toll-free: 1-800-255-3700. 
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Send me the Níntendo Power ® ^ subscr as I've marked 
below and my FREE Donkey Kong? 64 Player's Guide! 








2 12 ISSUES of Nintendo Power for $19.95 U.S. [$27.95 Сап.) 
You save $59.45! 


2 24 ISSUES of Nintendo Power for $36.95 U.S. [$51.95 Сап.) 
You save $81.85! 





= Payable to Nintendo. (Please 
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supplies last. Include this order form with your payment or credit card information in a stamped envelope 
and mail to: 


Nintendo Power, РО. Box 97043, Redmond, WA 98073-9743. CARD HOLDER'S 
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The ultimate strategy card game is 
Looking for a few good monsters. 
Describe the most bizarre, monstrous, 
powerful creature you can possibly imagine; 
we'll make it real. 










Starter Gift Box 
Wo-player game plus instructional video. 


” 
The ten most imaginative ideas will be rendered 
ас and framed by top fantasy artists, and the grand 
` ы prize winner’s creation will become a permanent 
part of the 





"А МІР trip Z$ 1925 Tito GE ага " The Hasc battle of wits. 


for two! етсем Jump online at <www.playmagic.com/np> 


and give us your worst in the Magic? 
*Create a Creature" contest. 








onster in your head. 








TONIC TROUBLE" 
• Troublemaker (alius: Super Ed) 
* Last seen saving world wi 
* Bumbles, fumbles, makes 
* Outsmarts tomatoes, toast 
carrots, the Evil Grogh 
* Con solve loads of ming- 
ending puzzles and traps 


th his how tie and a stick 


a mess of everything 
ers, 
























ROCKET:ROBOT 
ON WHEELS 


* Extremely advanced robot 
* Last seen saving a massive amusement park 
* Builds & rides a super fast rollercouster 


* Fully Equipped with blast visor, 
tractor beam, rocket boosters 
and 7 cool cars 


* Rocks, rolls, freezes, smashes, 
& throws just about everything! 


It's a mess of fun" 
- Nintendo Power 





one of the most 
innovative platform games 
to come out in a long, 

long time..." - Nintendo Power 














Tonic Trouble1999 Ubi Soft, Inc, Rayman © 1999 Ubi Soft, Inc. Tonic Trouble is a trademark of Ubi Soft, Inc, Rocket, Robot on Wheels © 1999 Sucker Punch Productions, L.L.C., Rocket, Robot on Wheels and the Sucker Punch logo are trademarks of Sucker Punch Productions, L.L.C. Nintendo, Nintendo 64 and 
the "N' logo are trademarks of Nintendo of America Inc, © 1996 Nintendo of America Inc. Licensed by Nintendo. Rayman, Ubi Soft, Ubi Soft Entertainment and the the Ubi Soft Entertainment logo are registered trademarks of Ubi Soft, Inc. All other trademarks belong to their respective holders. All rights reserved. 
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RAYMAN 2:THE GREAT ESCAPE 


e Last seen saving an amazing 3D world 

e Active in rainforests, swamps, lava flows, 

e Swims, skis, swings, rides rockets, throws fireballs, 
flies with hair, frees friends 


e Seeking 1001 lums and 
the four faces of Polochus 


e Fust, magical, strong dislike of pirates 


undersea caves, and more 
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If you're one of our ultra- 


` the world beyond your eyelids, 


and we have the keys to 
dreamland. 


The common earthworm is 
not typically aggressive. 
Then again, If you could 
somehow outfit it with 
bazookas, flamethrowers, 
pneumatic drills and explo- 
sive livestock, its peaceful 
code of living might change 
in a hurry. We'll give you a 
worm's-eye view of war as 
we review Infogrames’ 
instant multiplayer classic. 


In the frightening tradition of 2273 


the Turok series, Acclaim 
has spawned Armorines, 
another eerie first-person 
shooter packed with crazy 
weapons. Unless you want 
to let a huge, disgusting race 
of alien insects take over 
the universe, we highly sug- 
gest you take a look at our 
in-depth coverage of the 
otherworldly swarm. 


* Top Tips of the Millennium | 


cool subscribers, then e Game Forecast 2000 


„ you llnotice a lot of extra 
| Stuff this month. That's 


| because we've packed the e Pokémon Tr: 


issue with tons of bonus 
add-ons as a special treat 
for our subscribers. Enjoy! 





Mario Party 22 2 . 2016 | 


40 МШіпКе............................... 2026 
Worms: Armageddon............... 2034 
Donkey Kong 64..................... 2044 
Воабуїег.............................. 2052 
Supercross 2000..................... 2066 
Bassmasters 2000................... 2072 
Armorines: Project S.W.A.R.M... 2088 
Dragon Warrior Monsters........ 2104 
Mission: Impossible................. 2114 
Gex 3: Deep Pocket Gecko...... 2124 


C mea P, = eh ЕРЕ 
Special Feature 


Millennium Predictions........... 2042 


Every Issue 

Player's Pulse........................ 2010 
Classified Information............. 2060 
кене 2222. 2078 
Counselors’ Corner.................. 2084 
Player's Poll Contest............... 2098 
Агепа.........„»»әәәәеәеөөөөөөөөөөөөөөөө 2102 
Game Boy A-Go-Go................. 2132 
Now Різуіпб6......................... 2142 
Pak Watch............................. 2152 
Next 15өше............................. 2160 


бате [oos s AMETS 2160 









Pardon us if Player's Pulse is sloppy—we’re still trying to decide what 
to call this year. Sure, '99 just rolls of the tongue, but '00? What 

the heck do you call that? Double-O? All zeroes? Nada? Aught? 

To be honest, as long as we can stop calling it Y2K, we'll be 

happy. 


Some Wicked Ideas 

I think there should be а game 
for the N64 where you can 
create your own monster. Not 
cute ones—theyd be realistic 
like Dracula. And then you 
could send them out to terror- 
ize villages and towns and 
neat stuff like that. 


Sparky 
Via the Internet 







Cindi Jo Bascus * Verden, Oklahoma 


Sven Dergler e Rochester, New York 


NINTENDO POWER 


In regards to your question 
about what monsters would 
be neat in an N64 game, I 
think it would be cool to see 
a game with ancient Roman 
Mythology monsters. 
Charley Moore 
Kenilworth, IL 


I have an idea for a sweet 
scary game...Scooby-Doo. I 
have the Scooby game for the 
Super NES and it's sweet. 
Matt Fields 
Via the Internet 


I would make a game where 
the final boss is а werewolf. 
The game play would be simi- 
lar to The Legend of Zelda: 
Ocarina of Time in that youd 
have opportunities to buy 
potions, spells and weapons. 
The other enemies would be 
such things as vampires, 
ghosts, mummies, dragons, 
zombies, hounds and grem- 
lins. For weapons, youd have 
knives, bows and arrows, 
crossbows, silver bullets, 
dynamite, revolvers, shotguns, 
torches and machine guns. 

I don't like blood covering the 
screen, so I'd prefer to see the 


fallen enemies disappear like 
in GoldenEye. Obviously 
youd need the Ramble Pak. 
Garrett 
Dallas, TX 


I think a game about a giant 
squid would be cool to play 
cooperatively. 
Trevor Cichosz 
Woodland, WA 


I was wondering if youd make 
a wrestling game for mon- 
sters. You know— Dracula, 
Werewolf, Frankenstein, Grim 
Reaper and Bogeyman? Imag- 
ine it! Some of the good 
moves would be the Franken- 
stein Freezebolt, the Reaper 
Saw; Bloodshed, the Hack ‘n’ 
Slash and the Boogy Buster! 
I suggest that you release it in 
October of 2000. 
Paul McAnear 
Via the Internet 


Id like to see Frankenstein on 
the N64 soon—I think it 
would make a great game. It 
could be called “The Legend 
of Frankenstein: The Mad Sci- 
entist of Time.” 
Erik Shookman 
Washington, IL 
Stop it, you're scaring us! It 
seems like most of the responses 
we got were split down the mid- 
dle on monster animosity. 
About half of you wanted more 
games that made it your 
mission to destroy evil, world- 
ravaging spawn. The others 
wanted to get behind the wheel 


Thomas Lewis ө Memphis, Tennessee 





of your own monster and go 
around terrorizing people. At 
first we thought such a disturb- 
ing idea was just plumb crazy, 
but as we gazed at the full 
moon and pondered it, it 
became more and more appeal- 
ing until we just wanted to run 
out of the office into the night 
air, lifting a terrible howl to the 
dark sky, and...Sorry, what 
were we talking about? Oh 
yeah. If you want to check out 
some current spooky games, try 
Resident Evil 2, Hybrid 
Heaven, Shadow Man and 
Castlevania: Legacy of 
Darkness for the N64. Of 
course, don't forget about the 
all time NES classic Ghosts ‘n’ 
Goblins on Game Boy Color. 


A Truly Freaky Letter 
I would like to see a big, scary 
monster like Yoshi. Or a mean 
underground worker. Or a car 
monster. 
June Ellen 
Via the Internet 
A scary monster like Yoshi? ОК, 
й% a stretch, but Yoshi can be a 
little spooky sometimes. A mean 
underground worker? А car mon- 
ster? We aren't sure what these 
are, but we're scared nonetheless. 


Background Art: Roberto A. Rodriguez e Pompano Beach, Florida 


Never, Never Do This 

On Road Rash 64, one of the 
cops always yells, "Put your 
hands up!" Don’t you think 
that’s a strange thing to shout 
to someone on a motorcycle 
going 180 miles per hour? 

Ashley Scroggin 
Via the Internet 

If you'd just consult your 
Motorcycle Hooligan Handbook, 
youd realize that such an 
entreaty from the policeman is 
merely designed to distract you 
while he shunts your ride off the 
side of the road so he can arrest 
you. The proper retort, according 
to section five, paragraph three of 
the aforementioned text, is to lift 
one hand in the air then use it to 
insert a crowbar into the officer's 
front wheel spokes. Don't expect 
a thank-you. 


A Rare Vision _ 

While playing Rares lovely 
game, Jet Force Gemini, I came 
across a picture of a stick figure 
man in his underwear holding 
a clipboard and wearing a 
derby in the Castle section of 
Tawfret. Most people wouldn't 
know who he was, but I and 
others know that the stick fig- 
ure is none other than Mr. 
Pants from Кагез website 
(www.rareware.com). Mr. Pants 





Tyler Ohlew • Whitby, Ontario 


Don’t Party Too Hearty 


Apparently, some of you Mario Party masters have been 
wearing down your palms trying to rotate the Control Stick 
too quickly during the minigames, and we'd like to remind 
you to be careful. The skin on the palms of your hands is 
very sensitive, and the Control Stick isn’t designed to be 
plugged in there and rapidly swiveled—chances are, if you 
do it enough, you're going to get a blister. Instead, use your 
thumb to rotate the stick during minigames like the tug-of- 
war, where you need speedy spinning. Or, if that method 
doesn't work for you, grab the Control Stick between your 
thumb and forefinger and try it that way. You'll be winning 
in no time! As always, if you have any questions or concerns, 
please don't hesitate to call our toll-free Consumer Service 
line at ipae 3700 os -422- on TDD). 


is the survey man for the site. 
Amanda Schroeder 
Via the Internet 
Not only that, but if you collect 
300 drone heads with a single 
character, you'll be able to turn 
on the Ants as Pants cheat, which 
turns all Soldier Drones into that 
same lovable character. Of 
course, he’s less lovable when he’s 
blasting away at you, but that’s a 
given. For those of you who want 
to look at another bit of Rare’s 
unique visual humor, check out 
the walls in the Facility level of 
GoldenEye 007. There are tons of 
“No Smoking” signs, but there's 
one in a tiny partition between 
two hallways that has a silhouette 
of Bond with the red circle/slash 
around it. No Bonds Allowed. 


More Pokémonology 

In addition to C. Mills’ obser- 
vation that Articuno, Zapdos 
and Moltres’s last syllables are 
the first three Spanish numer- 
als, I realized something else. 
Hitmonchans last syllable 
comes from Jackie Chan's last 




















































name and Hitmonlee’ last syl- 
lable comes from Bruce Lee's 
last name. They're both martial 
artists—I just wanted to let 
you know in case you didn't. 

Jeremy Bottum 

Via the Internet 
Good eye, Jeremy. It makes per- 
fect sense, considering the 
amount of punching and kicking 
that Hitmonlee and Hitmonchan 
do. We hear those Pokémon do 
all their own stunts, too. 


Colour Commentary 
I was just wondering if you 
realized that, to Canadians, 
there is one BIG spelling mis- 
take on every GBC. You see, in 
Canada, we spell “color” with 
a “u,” so it’s “colour.” So my 
question is, did you realize the 
mistake and just not care or 
did you not realize there was a 
mistake? If you can put differ- 
ent languages on the GBC and 
the game boxes, then why not 
an alternate spelling? I know 
you probably don't think it’s a 
big deal, but it’s annoying to 
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See, we knew that 
“4 whole Y2K thing 
wouldnt be as bad as everyone said—order has returned to the Power Charts universe. 
To celebrate the new year, Ocarina of Time and GoldenEye triumphantly reclaim their 
old N64 thrones, cutting the reign of Pokémon Snap short at a single month. 
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look down at a Game Boy that 
has colour spelled incorrectly. 
Steph Russel 
Via the Internet 
Well, first of all, we don't translate 
on the Game Boy. Game Boy in 
France is "Game Boy," not 
“Garcon de Jeu.” Likewise, the 
Italian Game Boy is also “Game 
Boy,” not “Ragazzo di Gioco.” As 
far as alternate spellings, our 
motto is: "You put the ‘u’ in Game 
Boy Color!” 


Bright Lights, 
Big Pokémon 


Okay, who saw Pokémon: The First 
Movie when it came out last Novem- 
| ber? Aaron Jacobi of Little Rock, 
Arkansas, did, and chances are, he 
saw it before you pes As pus winner 
) of our Players ан 
Poll Contest in Volume 124, Aaron took 
a trip to L.A. for the premiere of the ani- | : 
mated blockbuster. He took a V.LP. tour 
of the WB studios (catching a glimpse 
of George Clooney shooting hoops dur- | 
ing a break on the ER set) and then 
pulled up to the premiere in the Poké- 

mon Beetle. Congratulations, Aaron! 
The contestant had to identify 


WINNER 


Pokémon out of these four: Jig- ^ that episode, there were plenty of 





Pokémon for Dollars 

If you had been watching “Who 
Wants to Be a Millionaire" on 
TV in November you would have 
noticed that the $500,000 
question was about Pokémon. 





















why theres no time limit for air? 


glypuff, Frodo, Pikachu and Pokémaniacs screaming Eric Levin 
Squirtle. The contestant used his . “Jigglypuff!” at their TVs. Via the Internet 


50/50 lifeline, leaving him with There are two possibilities. One is 
a choice between Jigglypuffand А Breath of Not-Fresh Air that it was a slight auditory over- 
Frodo. He backed outand took | I was playing Shadow Man the sight. The other is that while you 


what һе һай rather than riskit other day and as I was going were playing the game, some 
all. Imagine that! I guess he across а rope іп Deadside, I real- undead creature from Deadside 
should subscribe to Nintendo ized that Shadow Man was was standing right behind you, 
Power with his winnings. breathing. I thought that breathing heavily. Sleep well! 
Dustin Dano Shadow Man didn't need to gue 
: Ў ў. оде I: Racer, Quake Il; 
Via the Internet breath on Deadside—isn't that Чгоп, Banjo-Kaz 
You're absolutely right —that's just қ Racing, Mortal 





one example of how NP can make 
you rich...or not. Judging by the 


amount of mail we received about 95н00Мр 


sadena, Maryland | 


| WRITE AWAY RIGHT AWAY! 
t We don't know if it's just millennial fever, but the dawning of the year 2000 has us 
_ ina futuristic mindset. We realize that it's a bit early to ask, but what do you think 
_ video games will be like by, say, 2050? Will they be full virtual worlds? Will you be 
< able to smell or taste simulations? Or will they even still be around? Write in and 
_ give us a glimpse of your future vision! 
1 NINTENDO POWER PLAYER'S PULSE 

Р.0. BOX 97033 

REDMOND, WA 98073-9733 

E-mail: noapulse@nintendo.com 
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Nintendo and HUD: 
get-together, and your ni 
but you've got plenty 


It appeared that an argument over a new name ~ Whoever tosses out the intruder can claim Superstar status. 
Land would never be settled. Yoshi, Donkey Kon But before that can happen, the rivals will havé to compete 
Peach, Wario and the two Mario brothers claim to іп party games for the right to take on Bow: 
the place, and no one would back down. The of new features and challenges, this multipl 
storming into the picture, offering the ic 













CONTENT RATED BY 
ESRB 













Practice Mode 


- If you or eti opponents are unsure how 
to playa par ticularminigame, all you 
need to dois try it out in Practice Mode. 
Nothing that happens wil 
the board game, and you ca іе this 
mode whenever you like 


Remember the games from the first Mario 
Party that required you to quickly rotate 
the Control Stick? They're a memory at the 
new party, so you can give your Controller 

- and your hands a rest. The new games аге 
plenty dif hough. 






Save Your Game i in Progress 


If you're in the middle of a great ga me 
you have no choice but to stop for a while, 





- Coins are the primary ct 
Land this time around, s 














any stars you collect in of the you can save your progress. The next tim 
game into 50 coins apiece get to you play, the saved game will appear on the 
keep all the coins collected by computer- ee ee opening menu screen as a piece of paper 





noe ~ pinned next to Minigame Park. 
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® Since yout can't count on the game to provide 
| you with the item you want, yol may ind it 

_ necessary to plunk down some coins at the 
| shop Тог Something special. Thisis true par- 
ticularly if you Ve amassed alot of wealth. 
Money that you've spent Counts as money 
collected for the end-of-game Bonus. 





Koopa Bank 


You can't blame the Koop 
an honest living, but you fo ат | automatically get coins—butits a a great 

constantly ripping you ой и € hing when it contains a Hidden Block. You'll 
ment works more like a e rewarded with extra coins, or possibly 
than a bank. You must pui ven a star, when you jump up to hit the 

pass by, but you'll get a big lock. There's no way of knowing where the 
on the space.. idden Blocks will appear. 






















5 garden-variety fungus provid 
way to zip ahead of your opponent 
of one. Let's hope you don't roll ones. 


Golden Mushroom 


If a Mushroom is good, then a Golden Mushroom must be 
better, right? This yellow toadstool will give you three 
turns, moving you a potential 30 spaces. 


. Plunder Chest 


The Plunder Chest is a kind of promissory note for another 
- item—one held by one of your opponents. || someone has 
something good, take it away. 










full-grown, greedy adult. Most play- 
thisi item, unless they're sure they're 


e 


"begin a lucrative, if fleeting, life of crime. 
can hunt down your opponents to steal 






Skeleton Key 


There's no reason to walk away from a locked door when you 
have a Skeleton Key. Open up the lock to move into more 
rewarding areas of the board. 


- |stherea particular player who needs a lesson їп civility? Take 
` that Boo Bell-ringing rival behind the woodshed for a Dueling | 
Minigame. 











| Warp Box 


- If you're ina tough spot, you may not need to move through 
dangerous territory. If you have a Warp Box, you can let one of 
your rivals take your place. 


й Magic Lamp 


It may be magic, but the reward it provides 
little beauty takes you directly to: ad which meat 
you directly to a star. 4 
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Set sail for a treasure island of galleons and doubloons. 
Whoever succeeds in plundering the most Stars will face 
Captain Bowser as the Superstar. 


DIFFICULTY: $Y 


қы up? 






The Happening Spaces on the bridge The Thwomps that block your path When you land at the dock, the 
will draw heavy cannon fire if any of at various places on the board are shark will take five coins then take 
the players lands on one, sending = more than happy to get out of your you across the water to another 
everyone in the area tumbling back way, for a fee. It's good to рау afd be в dock at a different place on the 

to the very beginning of the board. on your way before your opponents, board. Unlike other modes of trans- 


Bypass the bridge if you can. rates will go up for them. portation, the shark MAKES you go. 


tig Е: 
«ё» Y 





Drift through the high plains, collecting rewards along 
the way. There may be a ghost here, but this isn't a ghost 
town—you've got three other rivals to beat before your 
showdown with Bowser. 


DIFFICULTY: 7 





i 


If there's a train waiting for you at The Happening Spaces in Western 
the station, you can pay your five Land automatically start the train 
coins and go for a ride, [t will also moving, regardless of where it is on 
push around the players ahead of the board. It will keep moving until it 
you, who may or may not appreciate „reaches the next station, pushing 
the speedy trip. along whoever is in the way. 





(ТИ) NINTENDO POWER 


Each of the five boards has a distinctly different si 
plains of the Old West to the icy ехрапзе of deep spac 
has its own unique trouble spots. B 











Once you get a Skeleton Key you can 
open up this shortcut, Getting 
through here will give you a big 
advantage, because you won't hàve 
to go across the bridge; which, as 
oftenas not, makes you restart. 











А Hootenanny is a good way to pre: 
vent an opponent who is out in front 
from getting to a Star before you do. 
It's pretty expensive—20 coins—but 
it drags everybody back to where 
you're standing for the event. 
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In space, no one can hear you scream with delight when 
you get a star. You'll have to explore this space station on 
foot, however. Its not a zero-gravity environment, as 
Bowser's thunderous stomping attests. 








' — meet SS “> - а лене о 

The Happening Spaces on this board If you don't want to get pushed Each time a player crosses the cen- Asin the first Mario Party, Boo will 
will activate the spacecraft that halfway to Mars by the speeding ter of the board,a counter ticks steal an opponent's Stars for a price. 
travel along the paths with green spacecraft, youcan pay off the local _ down. Whenit gets all the way to This time around, he'll also steal 
lights. They can travel a long time, fuzz to give chase. The next time zero, Bowser will fire a weapon from coins, but the number he gets 
pushing the players in front of them you land on a Happening Space, the the top-right corner that vaporizes depends on how much of a struggle 
а good distance across the board. UFO will get pulled over. : а the coins in its way. his victim puts up. 





The truth is out there оп the board, and one of the four 
exploring rivals will find it. You'll see alien technology and 
ancient ruins on your way to a confrontation with the mys- 
tery beast himself. 














It shouldn't surprise anybody that the 


If you land inside one of the mysteri- 


A spooky stranger will be happy to Unless you're counting on a warp to 
ous circles, the Bob-ombs will give Happening Spaces in Mystery Land . put a curse on a rival for only five another part of the board, you may 
you a ride on their mothership for a will mysteriously Warp you to anoth- coins. The curse will put its victim want to Invest in a Skeleton Key. 
small fee of 10 coins, then warp you er location on the board. The large into slow motion, preventing him or Unlocking a door is the only non- 
to—if you're lucky—a faraway spot white arrows point the direction that her from moving more than three warping way to move over to a dif- 
on the board. you'll be travelling. spaces in the next turn. ferent part of the board. 
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The rivals must venture into the Haunted Forest as wiz- 
ards to face the spine-chilling challenges of Horror Land. 
The highest-ranking graduate from this sorcery school 
will match spells with the Wizard Bowser. 


DIFFICULTY: KAW 








GO, SM 


Eyeballs are mere to move in 
your head, not roll down the street. 
This eyeball apparently doesn't 
understand the rules. It will warp you 
across the board on a diagonal path | 
for just 10 coins. 


ness descends—or night turns to 

day—when any of the rivals lands on 

this Happening Space. Depending on 

the time of day, different things can 
— happen on the board. 






sions of the minigames you've already played. 


(D моору 


Before you can play the minigames in the park, you'll have to go to this tree to 
buy the ones you want. All he'll give you at first are the One-vs.-Three, Two- 
vs.- Two and Four-Player Games, but after you play the Minigame Coaster a 
few times he'll offer you other games. 


MINIGAME PARK 


After you've given the tree all your coins for the minigames, you'll find them in 
the park, where you can play them to your heart's content. You'll select play- 
ers and start just as you would in the board game, but you'll find that you can 
access new stages that weren't available before. 


(8) MINIGAME STADIUM 


You can play the Battle, Trial and Duel Minigames in this tournament-like set- 
ting. The Trial Minigame board allows you to play a certain number of 
minigames, then a winner is determined by the highest number of coins. In 
Battle and Duel Minigames, you can play a set of odd-numbered matches. 


MINIGAME COASTER 


After you've bought all the One-vs.- Three, Two-vs.-Two and Four-Player Mini- 
games, Woody will make the Minigame Coaster appear. You and another play- 
er must clear all the minigames in nine worlds to win. The difficulty setting 
gets more challenging as you progress to different worlds. | 


Шу NINTENDO POWER 


The sun drops from the sky and dark Is the sun hurting your eyes? Don't 


After battling your way through the board games, you 
can go to the tree-lined park to purchase the home ver- 


If you want to get past tess Т 
Thwomps, you'll have to part with 
five coins—and that's only during 
daylight hours. The blockheads sleep 
like a ton of bricks at night, so you 
can't even pay to pass. 


bother putting on shades. When you 
get to Mystery Mansion you can 
turn out the lights. For 10 coins, you 
can turn ona magic lamp that brings 
on the night. 








RECORDS BOTTLE 


Once you've beaten all the minigames, you can challenge yourself or other 
players to beat your timed records. Once you've set the records, they will 
automatically be stored in the Records Bottle. 


COIN BOX 


After you win coins in various places in Mario Party 2, all your loot will be 
stored in the Coin Box. Make a visit if you want to see how many games you 
can afford or just to wallow in your riches. 













There's a we Su um exciting new 2717 the Item and 

Dueling Minigames in every category to keep you and your opponents 
busy while you're exploring the five boards. You'll also find updates of some 
. old еш from the original party. 


ITEM MINI 


Just because you land on an Item Space, it doesn't mean you're going to get anything. You'll need 
to step up to one of six challenges before you'll be rewarded with a prize. If you're good enough, 
you can even get the specific item you want. 


| Roll Out the Barrels 


М The six barrels conceal five items you want 
and an annoying little pest that you don't 

| want. Take a good look when the barrels lift 
ир to reveal their contents, then follow the 
| progress of the item you want. When they 

| stop moving, take your pick. 
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Valuable items are spinning on a plat- 
form. You must smash the two blocks 
beneath them. Baby Bowser also is on 
the platform, but he has only one block 
to hit. Time your swings to get an item 
before time runs out. 


Coffin Congestion 


It's a macabre version of the old shell game. 
Five of the coffins are being used as stor- 
age space for items, and the other one 
holds Baby Bowser. He's very much alive, 
despite his hiding place. Pay attention as 
they move and choose wisely. 


Give Me a Brake! 


| This Western Land Minigame is a not-so- 
simple matter of stopping a train. You'll get 
whatever is in front of the arrow when the 
train finally stops. Keep practicing to see 
how far the train goes beforeits breaking is 
complete. 


Hammer Slammer 


Ring the bell to win a prize. Or, we should 
say, ring the prize to win a prize. Bowser is 
waiting at the bottom of the pole to deny 
you your item, so don't hit the lever too hard 
or too soft. Raise your hammer just high 
enough to hit the good stuff. 


Bowser Slots 


You're probably used to Bowser’s thievery, 
but this time he's come back as a one-armed 
bandit. The key to this game is to stop the 
first wheel on the item you want then 
match up that item on the next two wheels. 
Easier said than done. 
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Rakin' ^em in! 


1) This is just your standard, everyday game 
of mushroom raking. Each rival operates a 
backhoe in an effort to maximize his or her 
mushroom intake. You'll want to avoid the 
Purple Mushrooms, which count against 
you. Gold Mushrooms are the best. 


When someone lands on a Battle Space, everybody must get 


ready for action. Put youy money in the pot then take a stab at 
winning the whole thing. 








The business end of your bumper car has an 
- array of sharpened steel spikes. The back 
-has a fragile balloon. Your opponents are 
similarly equipped. Try to keep moving for- 
A ward by pressing Up on the Control Stick, 
24 then hit targets of opportunity. 


Ф 
Bowser's Big Blast 
Four players. Five switches. One detonator. 
The players each take a turn hitting the 
switches. If someone hits the detonator, 
the bomb goes off and that player is out. As 
each player leaves, the number of switches 
decreases by one. 





El Day at the Races 


Asin regular horse racing, this game 


| testant then watchhelplessyasit winsor RETURNING BATTLE MINIGAMES: 





loses. Dont let its appearance fool you—a 
ghost doesn't necessarily win out over an Grab Bag Hot Bob-omb! 
animated brick wall or a block with no legs. Face Lift 

Crazy Cutters 
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Throw down a challenge to one of your rivals and engage in a duel. These two-person 
battles all tend to be quick and decisive, so if you have a score to settle with someone, 


go to the glove. 


| Saber Swipes 

In Pirate Land, sabers are the dueling weapon 
of choice. Swordsmanship isn't judged on 
ferocity or strength, however. The keys to 
winning this contest of clanging steel are 

| memory and speed. The first player to com- 
plete the button pattern wins. 











Quick Draw 


In the Wild West, people settle their differ- 
ences with popguns at ten paces. Both 
players must wait at least three seconds 
before they turn and draw. The first draw 
wins. You get one more chance if you draw 
early, but you lose if you do it twice. 


Time Bomb 


You may break out in a cold sweat as you 
join the bomb squad for a quick and explo- 
sive challenge. The duelists have a set 
amount of time to defuse the bomb, but the 
trick is to count down on your own. One, 
one-thousand, two, one-thousand... 





4-PLAYER MINIGAMES 


It's every rival for him or herself. Many of these games involve 
winning through a process of elimination, while others require a 
race to the finish. Stay focused on the goal and watch your back. 


Lava Tile Isle 


These moving tiles are the only safe places 
to stand in the pool of molten lava—and 
they really aren't all that safe. The tiles 
shake and move. There's also the small mat- 
ter of three rivals who are looking to kick 
youinto the volcanic goo. 


Shell Shocked 

The tank shells are flying fast and furious in 
a four-way battle for supremacy. Use the 
cannon barrels on the floor for cover—and 

| hope that your opponents knock each other 
| out before they turn on you. You can take 
only one hit before you're out. 


Toad in a Вох 


| Hit the spinning box as you would a dice 
block. If you manage to hit it when the pic- 
ture of Toadis face up, you'll inch ahead in 
the standings. However, every time you 
move up, the box spins faster. You'll need 
some luck to get the winning hit. 
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Making soup i wing a 


_ | гесіреіп this minigame. OK, maybe it isn’t so 


simple after all. Match the commands as 
they flash in front of you. Whoever comes 
the closest to the magic recipe will pocket 
some change. 





| Psychic Safari 


This safari of the mind is actually a race for 
the fingers, The duelists get five seconds to 
hit the A and B Buttons alternately, charg- 
ing up their giant mushrooms for battle. The 
fungus with the greatest infusion of psy- 
chic energy wins the match. 


Rock, Paper, Mario 


Yes, this game is a variation on Rock, Paper, 


| Scissors. The rivals pick one of three char- 
| acters: Mario, Peach or Bowser. Mario 

| beats Bowser. Peach beats Mario. Bowser 
| Beats Peach. Make your selection and see 
| who wins this battle in Bowser Land. 


Mecha Marathon 


Wind up your Shy Guys then let them fly. 
You'll need to expend all your effort before 
the race begins, turning the key to power 
your entry. Alternately tap the A and B 
Buttons as fast as you can, then cross your 
fingers as the race unfolds. 


| Roll Call 


| There's a slew of Bob-ombs milling about in 


the forest, soit's time to take a head-or 
fuse-count. Quickly calculate the original 
number of Bob-ombs at the beginning of the 
minigame, then subtract from your total as 
they blow up. 


Abandon Ship 


Race to the top of the ships mast before 


| your rivals do. It's likely that some of the 


contestants won't make it to the end of the 
race. The water is rising fast, and pesky 


| critters keep jumping up to slow you down. 
| Focus оп climbing, not coins. 


Totem Pole Pound 


This gameis kind of like Toad in a Box in 
reverse. The contestants need to pound the 
top of the totem pole, driving it into the 


| ground. Speed isn't the main issue here—the 


higher you jump, the farther you pound the 
pole down on each drop. 








A bounty of treats and coins tumbles down 
the tree branches into the rivals’ baskets. 
Each player can have only опе or two of the | 
items per turn. Count carefully to make sure 
that you don't end up stung by bees hidden 
among the treasure. 


Sneak ‘n’ Snore 

The Chain Chomp at the end of the corridor 
is Snoozing, so it's a good time for a barrel 
race. The barrels are for protection, not 
transportation. When the sleeper awakes, 
duck inside your barrel. Don't go too fast, or 
you won't duck in time. 


* Ф 

Dizzy Dancing 

All the rivals want the musical note in the 
center of the record album. Unfortunately, 
they were all standing on the record while it 
was spinning, so they can't walk straight. 
Take a moment to figure out your controls, 
then head’for the center. 
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The scrambled panels will create a win- . 
ning picture, once you've flipped them 
into the right configuration. Keep check- 
ing the original picture to make sure 
you're working on the correct face. Once 
you're sure, pound as fast as you can. 


Deep Sea Salvage 

Coins and money bags are being thrown 
overboard—a bonanza for greedy sub- 
marine captains. Try to stay close to 
the surface, but not too close. Every 
once and а while, a mine gets tossed in 
the water instead. The blast will tem- 
porarily paralyze you. 


RETURNING 4-PLAYER MINIGAMES: 


Hot Rope Jump Bumper Balls Tipsy Tourney 
Platform Peril Bombs Away 


2-05.-2 MINIGAMES 


Hexagon Heat Slot Car Derby 


Looney Lumberjacks 


Despite your better judgment, you'll have to make a truce with a 
rival for these two-on-two contests. If you team up successfully, 


you ll share the wealth. 


15% 
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Sky Pilots 


When you finish this minigame, your arms 
will be tired. One person steers, the other 
person flaps the wings. Flaps should be long 
enough to get the lift you need. The pilot 
should avoid the cannons and mines that 
slow you down. 


Two teams face off on the ice, each trying 
to get the puck into the opponent's goal. 
The more times you hit the shell, the faster 
it moves, The team with the best combina- 
tion attack should be able to score three 
goals for the win. 


Food preparation can be hard work, espe- 
cially if the foodis flying by on a conveyor 
belt. If you're grabbing the cakes, time your 
reach a bit before it reaches you. If you're 
putting down strawberries, keep tabs on 
when your partner snatches a cake. 


RETURNING 2-vs.-2 MINIGAMES: 


Toad Bandstand 
Bobsled Run 


Handcar Havoc » 


Balloon Burst 














Two teams of lumberjacks compete to cut 
logs in half with crosscut saws. One team 
member must hit the A Button, then the 
other one hits the B Button. The team that 
gets into a steady rhythm of alternating 
cuts will saw its way to victory. 


Torpedo Targets 


As with Sky Pilots, this minigame requires 
good integration and communication. The 
Sub driver should strive to get as close to 
the targets as possible, giving the torpedo 
launcher a clean shot. If you can't get close, 
try to keep the target in sight. 


Destruction Duet 

Vandalism is not a good thing, unless you're 
tearing down a statue of the tyrannical 
Bowser. Players on each team should con- 
centrate on different types of attacks for 
maximum destruction. Use ground pounds, 
kicks and punches in combination. 


| Magnet Carta 


Each team needs magnet-equipped cars to 
collect the pile of money available in this 
game. The cars' steering is similar to the 
bumper cars, so maintaining control of your 
car is the key to collecting coins. Try to 
clear a path to the treasure chest. 
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1-vs.-3 MINIGAMES 


A lone player must face off against the rest of the rivals i 
necessarily a disadvantage. The single player is vulner. 
one of the games. a 



































Move to the Music - 


One player gets to make ир some dance | 
moves, then the other three must quickly | 
learn the combination. Try to pick a confus- 
ing combination if you're the lone player. 
s| Each dancer should try to mimic ALL the 

| moves, sono one misses during a turn. 








Bob-omb Barrage 


Float around the pool on a wooden raft 
while your rivals pelt you with cannon balls. 
Try to keep moving around the pool or get to 
anarea on either side that's difficult to tar- 
get. The gunners should concentrate on 
getting the proper flinging distance. 


| Look Away! 


This game works like a reverse version of 
Simon Says. Three players attempt to look 
adirection the lone opponent isn't looking, 
trying to fake out the player before the 
music stops. The single player gets several 
chances, so keep those faces moving. 


ле r-Rival 


Three players are semimobile archery tar- 
gets while the fourth tries to skewer them 
with arrows. The targets should spread out 
as thinly as they can to avoid pinning each 
other against the side. The archer should 
patiently pick one target at a time. 


RETURNING 1-vs.-3 MINIGAMES: 


Bowl Over Crane Game 







Like any good party, Mario Party 2 has plenty of hid- 
den surprises. After you finish all the board games and 

make purchases in the Minigame Park, you'll come across 

some fun challenges. Keep playing to discover the secrets. 


BOWSER LAND 












The only thing bigger than 


let the rivals tear through the 
б. five board games, handing him 
five straight defeats, You'll need 








Bowser's appetite for coins is his 
= ego. lt would be unlike him just to 





The barrel roll of lumberjack ame.was 
never so treacherous. Three players need to 
stay on their feet, and on a metal cylinder, 
while another player controls the direction. 
Quick shifts should send everyone tumbling 
into the bolts of electricity. 


lights Out 


Something nasty is wandering around in the 
darkness. One player must try to hit the 
other rivals with ahammer before time 
expires. The lighted players should stay 
away from the center. [he hammer-wield- 
ing player has easy access to them there. 


Filet Relay 


Relay races usually don't carry such a foul 
stench. One rival scampers across the ice to 
the finish line while the remaining three split 
the duties over the same distance. You must 
run fast to win, but slow down on the icy 
slopes or you'll fall down. 


Quicksand Cache 


You know the old saying: It's good to be the 
guy who controls the quicksand. Keep your 
rivals off balance so those tumbling coins 
roll your way. If you are one of the three 
players in the sand, try to match the direc- 
tion of the swirling sand as best you can. 
















get through the toughest 


You wont be cleaning up the cups and plates 
ard of all to claim victory. 


for quite a while in this jam-packed Game Pak. 
Keep pushing for new records and more deci- 
sive victories over your friends, foes and fam- 
ily members. MP2 extends an open invitation 
to continued competition. 





Sees a УНЫ pricey to die 


HIDDEN MINIGAMES: 


Rainbow Run Driver's Ed 
Dungeon Dash 
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MIR YUU 


Abe's" back--and he's got five new allies! He's going to need them, too, if " warts 48 stop the Glukkon's" latest mad scheme! Абе“ and his Ioin-clothed 
comrades-in-arms have to fight their way through 24 towering levels and two modes of vicious gameplay! Not to mention a rampaging host of homicidal Sligs, 
Blukkons; Scrabs, and Paramites! Never before has your full-color Nintendo” Game boy ee so much odd-inspiring ا‎ 2 

















Play 2 modes of monstrous Say it like it is with 
Mudokon" gameplay! more Gamespeak "! 





Lead five Mudokon" liberators! Battle through 24 
towering levels! 






GT Interactive 


АИ EAM САМЕ BOY 


INHABITANT 


















) ps ei nes sweet E ES HoodWi 
фу: пае esie, responsible for nightmares. 
e LY CS dk itekap, a cranky old insomniac, his 

Ж E 3 = and the HoodWinks kidnap the 

E i effort to stop pleasant dreams forever. 

‚ only 40 ` TA „remain, and Ruff and Tumble 










Ба Talk bout a a dros team! Ruff and. > 
`` Tumble can play togetherim the _ 
- Cooperative Mode, where they share 
` everything, including lives. Some 
switches and doors will yield to only 
one of them, so the twins have to 


work together. 
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[o he T : NN 7 У open the door, thenhit - 
objective To et Ж... 1e | | ^^ d NU E NC to 

ms you'll mal ЕРІ vator апа: mis о Ие e collect the cogs in the’ 

to pick up or use | cala = f 5 | leftsec 

every one of the other items. 


| COGS 
“ Pick up all the cogs 
$ youcanfind—they ^ 
| аге literally the 
keys to many of the 
| doors. 





box and j jump into become 
| а Wizard. Buit-bounce on 
ОВЕАМКЕУ5 
Four Dreamkeys are | 
hidden in every level. 
| They аге collected 
| to unlock the Boss Level. 


| JACK-IN- 4 
| THE-BOXES — 


Jump in the boxes 
to transform into a 
| Wizard, Ninja, Monster or 
| Superhero, complete with 
| special powers. 


















5 DREAMKEY P 








00 

left and Butt-bounce on the. 
button at the end of the hall. 
This will close the trapdoors. 
you have yet to see. Go back 
out and down the hall, take a 

1 left and pick up a Win 









onto the bookshelf ai 


о 
Ў pe o 





; " you "work sidh and = 
h this point as а 

lonster, you'll access a 
4 hidden area by using your . 

| Monster bulk to Butt- 
ounce through the 
wound, This area is full of 
| goodies, so make sure you 
| pickup everything. — 

















| jump into the Jac | 
Вох to become a Ninja. 

| Jump on the button and 

| open the last door to find 
another Wink. 












| Enter the hole in the 

| ground and go through the 

door. When you emerge 

| into the open, turn left and. 
т]. find a Dreamkey. Jump into 

the water and follow the 

| tunnel, where you'll find 

| the last Dreamkey. 













After you make it through the house 
by collecting cogs, defeating mon- . 
sters and cutting through a fireplace, 
you will find the last Wink in a cage. 
To open the cage, you must defeat 
the Witch by hitting her when she's 
low enough, while avoiding the fire- 
balls she throws at you. 
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CREEPY CRAWLY CEMETERY: 2 WINKS 


1 DREAM 





KEY 

# 2-0 Pick up the Dreamkey 
behind the tree to the right 
of the entrance to the 
first cemetery. If you 
^| knock off every zombie 
that heads your way, cogs 
will appear on top of the 
fresh graves. Collect 10 
1 cogs and head through the 
10-Cog Door. 





The warp leads to a circu- 
lar field. Walk directly 
across the field and look 

` | behind the tree for the 

| third Dreamkey. Defeat the 
| enemies and pick up the 

|| cogs. Then go up the 

| stairs and hit the Monster 
button to open the door. 


Go all the way back and 
hecome a Monster then 
return to the area with the 
uneven ground. Butt- 
bounce on the round weak 
spot and uncover the path 
to plenty of cogs and the 

-| first Wink. Go through the 
gate and up the stairs. 


Collect all the cogs in the 

underground tunnels and 

defeat all of the enemies 

you run into. Take the left 

‘| branch of the tunnel first 

| then handle the right 

X branch. At the end of the 
7] right tunnel, you will find a 

i warp. Use it. 


NIGHTMARE RACE 


A Witch is wandering around Haunted Hijinks 

just waiting for you to give her a good smack. 

Once you have her attention, she will challenge 
` you to a race around a spooky course. 


The floating blue circles 
2221 you come across in the 
| course give you a turbo 
^] charge when you fly 

_ | through them. The burst of 

| speed is brief but very 
helpful, especially on the 
| third and final lap around 
1 the course. 


If you win the race 

| against the Witch, you 

| will get to keep any items 
you manage to pick up 
along the way. The tunnel 
| to the right of the stone 

| bridge makes а good 

| shortcut, and it also has 
some extra goodies, 
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2 DREAMKEY 
































BREAA TID: 
Beyond the second ceme- j RES 


tery you will find a Јаск- ОШГУ, 
in-the-Box that turns you M = 
into a Monster. Walk past 
_ | it and look behind the tree 
| for the second Dreamkey, 

| then follow the faint stone 
path to a warp cloud. 


When you walk toward 
the fresh graves in the 
next cemetery, zombies 
will pop up. Defeat them 
for cogs, then look behind 
the tree for the last 
_ | Dreamkey. Go down the 
- | hallway and toast the 

1 ghost, then pick up every 
cog you can find. 


Find the 30-Cog Door and 
the warp behind it. Take 
the elevator and move up 
to the next cemetery. To 
` | the left is a Мија Jack-in- 
zT the-Box. As a Ninja, head 
| down into the hole in the 

| ground and ride the water 
to anew area. 





7] Go back through the 30-Cog Door and 
| ride up the elevator, then turn left and 
| take the 40-Cog elevator up to а hole 
in the ground with a fence around it. 

| Drop through the hole and pick up all 

| the items, then ride the odd blocks in 
} the middle down to another chamber. 
Squish all of the HoodWinks to open 
the cage and rescue the last Wink. 


NIGHTMARE BOSS 


Threadbear rides atop an altogether ooky 
spider and chases you around a small spi- 
derweb-strewn clearing. You'll have to 
stop the spider to move on. 





The icky, sticky spiderwebs 

КЕ will slow you down and pre- 
_ | vent you from jumping, so 

| stay away from them when 

| possible. The spiders are 

| not slowed by the wehs in 

| theleast, which makes the 

| webs that much тоге dan- 

4 gerous to be stuck on. 





If you let the mammoth spi- 
der chase you long enough, 
it will tire and fall asleep. 
Hit the spider while it’s 
asleep. When it jumps at 
you, run away as guickly as 
possible, then squash the 
small spiders that appear. 





The small spiders should be 

| squashed swiftly. The big 

spider will not attack while 

| the little spiders are scur- 
rying about, so don't worry 

\ about watching it. When 

~ you flatten the last little 

spider, the big spider will 

start chasing you again. 

















This aquatic stage will have you soaked to 
the bone. Walking sharks and deep sea 
divers. attack on land while swordfish 









"| Jump in the water and 
| swim left to find the sec- 
ond Dreamkey. Swim 
around and collect items, 
then find the warp, which | 
takes you to а tunnel with | 
—] a Walking Shark. Past the 
| shark is an elevator to ride. 


Enter the 10-Cog Door. 

Take a left and jump into 

the Jack-in-the-Box to 

become a Superhero. 

_ | Walk past the chests and, 
__| use the Superhero’s jet- 

pack (double-jump with A) 

to reach a ledge with the 

] first Огеаткеу. 





























Ignore the elevator in the | 
room with the Wink and 

jump back into the water. 
Enter the other underwa- | 
ter door. Swim around, col | 
lecting items, and watch | 
closely. The tunnel branch- ` 
es off to the. right, anda 

Dreamkey is hidden there. 








] Jump in the Wizard Box 

| and transform, then hit 

| the water. Swim over 

| bubbles to breathe on 

| your way to the far-right 

| tunnel, and enter it. Swim 
| up and into a room that 

| houses the first Wink. — 



























Walk down the hall and go through 
the green door. Stay to the left, hit 
the switch, then fall through the ~ 
trapdoors to the next level. Hit the 
„Switches on all the levels then use 
the elevators and warps to get back 
up to the newly open door—and the 
Wink behind it. ; 


Go back to the 30-Cog Door 
| then take the door to the 
left. Walk up the spiral - 
staircase (remember to 
| pick up cogs) then jump into 
] the water. Swim through 
several doors until you get 
to a Dreamkey. Swim up and 
jump ош of the water. 













DS 





CRAZY CRAB CAVERNS: 3 WINKS i а Zhu: "TT: AA ТІР: 


1 OREAMKEY 








Go back to the room with ^ 
three doors and enter the 

10-Cog Door. Swim jou 
cogs on it. Follow the path the warp to another room 
until you get to a room - " P with pillars. Jump | ира d 
with pillars. Swim er IEEE. across the pillars to the 
ledge enti pond to find | "Жа Р Jack-in-the-Box and turn 
the Dreamkey | ЕБ” | into a Wizard to collect - 

ж? two pillars. : 


Swim around until you find 
an area with three doors. 
Take the door with no | 







Go through the 20- dod 
Door to а steamy lava 7 
area. Jump around collect 
ing things until you find ће | 
statue, eyes aflame, spit- 
ting fire. Across from the 
statue is a door. Enter and 
smash the chest to reveal 
a Dreamkey. 


Hit the switch to unlock the 
door next to it. Enter the 
door and follow the path to 
a Dreamkey. If you defeat 
the crab in the pool, you 
will unlock a secret room 
filled with sunken treasure. 
It's easier to defeat the 
crab as a Wizard. 





Go across the bridge to the 40-Cog 
Door. In the first chest on the right is 
the last Dreamkey. If you have the 
Wizard costume on, pound on the 
switch. Go back out to the statue 
that spits fire to find a secret room 
open next to it. Then warp back to 
the beginning and enter the 40-Cog 
Door. Behind it is the last Wink. 


Jump across a few patches 
of lava until you reach the 
30-Cog Door. In the room 
beyond the door is a Wink 
and a switch. Butt-bounce 
on the switch to activate a 
bridge to the 40-Cog door. 
Collect the Wink and any- 
-thing else in the room. · 
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CRUSTY RUSTY WRECK: з WINKS 


=] Avoid the swordfish and 
enter the sliding door to 
| the left of the propeller. | 
~ | Swim up to the surface 

| and hit the switch to stop 
“the steam from burning 


go through the door. 





third floor then jump over 
the trap door. Collect: ihe | 


| track down to the first 





ЮО ГІЗ 








Go back through > level 
ta the small pool іп the 
floor. Swim around the 

ı rooms, collecting items, 
including а Dreamkey in the 
second room. Swim out of 

| those rooms and around the 
ship to the other side and 


Swim to the left side of the 

tunnel and jump out of the 

| water. Change into a Ninja 
then swim back through 
the tunnel, Take a left at 
the end of the tunnel and 
jump out of the water. Hit 
the Ninja butten E d go 
Eu the open door. 








| UNDERWATER RACE 


. In the Underwater Race, Threadbear' 5 cham- | 
pion is а Walking Shark wearing а jetpack. The | 
shark will challenge you to a race if тәй hititas | 


ES it flies by. 


This race takes place par- 
tially underwater. ; 
Whenever it seems like 
the course has dead- 2 > 
ended, it's really just coi 





for the water and make а 
hig Шеш 





ccc Just before you head into _ 
` | the water for the second 

time in the course, look to 

the right for a shortcut 

The Walking Shark won't 

take it, so don't let its 

| path confuse уои. 





2030 NINTENDO POWER 


| you. Collect the cogs {йеп ; 





Take the elevator up оле 





cogs in the room then backe. 
floor and enter the.20-Cog - 


Door. Jump into the warp to. 
enter the next area. ы 22 


| tinuing underwater, so aim, | 

























| Use your long-range ` 
| attack to hit the Deep Sea 
Diver across the pool, 
| then dive into the pool and 
| collect the cogs in the 
| tunnel. Resurface and 
| cross to the elevator. 
| Collect items on the next 
| two floors of the house. 


3 DREAMKEY · ' WINK 


| Go through the rooms, 

unlocking doors һу defeat- 

"та enemies. Take the ele- 

vator up and carefully jump 

back and forth across the 

ledges to collect items. 

| The doors will open to 

| reveal the first Dreamkey 
and the first Wink. 


Pop out of the water and go up the 
|| stairs, Explore the rooms. One of © 
| them has a Dreamkey over a hole in 
its floor. Take the warp to the next 
pool, swim down to another hole and 
enter. Swim through the tunnel, try- 
. ing not to become oyster food, and 
collect the Dreamkey in the room to 
the right. 





| Hit the switch to activate a warp to 
the outside water. Collect 10 cogs 
and get back inside through the 40- 
Cog Door. Backtrack to the cage and 
save the Wink. Jūmp into the water 
En swim out of the room and all the 

mw way down the hall. Pop out of the 

=| water and look right for a 30- Cog 

Door with the last Wink Ps it. 


UNDERWATER BOSS 


Threadbear can't seem to fight you on his own. This time, he has enlisted the | 
aid of a Mechanical Crab. The little crabs that wander around the boss area 
are the biggest danger to you. 


Маке the Mechanical Crab dizzy | 
by running around it in circles. | 
When it stops, Butt-bounceon _ | 
the crab to weaken it. Keep mov- | 
ing around the level, avoiding the 
scuttling crabs onthe ground. E 
You can crack the crabs, but 

they are pretty tough to catch. 




























| | DREAMKEY 







| Take the tunnel to the left © 

| and continue up the stairs 

| to the upper level. Carefully 
walk along the marrow. 
























enter. You don't need to 
collect cogs at all in this 
level, so dont юш. 







ihe door. 


[As a Wired. use the double 
| jumpto Teach the ledge, and 
| Tollow ît up te an opening, 
FI ES straight through То pound 
е | the Wizard button and autes. 
matically warp to a new 
area. Carefully take alefiat | - 
| the citt end follow the "t и 
| around. =a 










7 Оп the thinreck bridge, 

71 veer to the right then the 
| left, and follow the peth 
1 through four doors. A 

| Dreamkey is floating ever 
| the narrow pat, just 

| under where another 

| bridge passes overhead, 

Continue ой the straight 

. and narrow and go through 

the door on the lett. 


LUNAR MICE, METEORITE: 2 WINKS 


| 
| 
| 


ba onveyor belts. Findithe d 4 
box and champ! Ge to the elevator. 4 












































@ Fellow the Rocket cinsaly as the: 

| doors open for it then find and eater - 
the elevator. Make your way around 
and enter the 20-Cog Door wien you 
have enough cogs. Defeat the flying 
robots to open a door. Follow t 
path to the 30-Cog Door, picking up 
cogs along the way. Hit the switch 
| Бей the door and follow the mew 
= "рат to a warp. 52 











| Go through the newly opened door 
| айй Butt-bounce on the button to 
| open the door back in the room. Enter 
s. that door and change into а Wizard. 
it the Wizazd button in the hall and 
ke the door to the moving platform 
t the Dreamkey on the sheli 
ough the door and hang 
ае for the last Dreamkey. 












Find the Superhero Jack- 
| ip-the-Box and 
| quick change, then fall 
_| through the crater in the 
| center of the room. Pick up | 
| the Dreamkey and f 

Qut the eaemies t 


box to change again. 


Activate the bution, thea 
continue te the ledge. 
Drop to the next ledge 
below and jump across to 
| the ledge on the left. 
Enter the sliding doors to ~ 
find a Огеаткеу, "и 1 
out and jump to the - i 
“оп ше left. > 


SJNIM ОР 


| 
| 





anê make à 





ock | 





















Use the Ni 


boc NE 


The second button opens the first. 
daor, which hides a Superhero box and | 
| the last Dreamkey, Backtrack down — - 
| ever the narrow bridges to the 
| Superhero button, which opens a 
| panel to а Wizard box. Change into а 
| Wizard and go back up to the room | 
with all the buttons. Hit the. Wizard 
| butten and rescue the last two Winks. | 


m 







DREAMKEY 


me | Pick up cogs as you ride 
Pl | the conveyor belt to the —' 
UE PE | top, where. there is a 10- 
| ы Cog Door, Enter the door 


the floor, which holds the 

| first Dreamkey. Continue 
ge the tube to the end, hop . 
out and enter the warp. 





Еш bitum the tian hı hall ~ 
_ ways, picking up cogs as you 
| qo. The hallway with the 
ZO Wizard button has a Dreamkey 
around a corner at che end. 
Take the unlocked door to a 
room with two doors. Collect 
. | togs, then Butt-bounce on the 
ı button to open the locked door ^ 
back in the hallway. 


| Walk around to the eleva- 

| tor and take it up. Go 

through the halls and take 

| the door on the left. Wind 

| around until you find the 

| Wink. Then backtrack and 
i tr 








| the door, where the other 
| Wink is waiting. 
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| Jump down to the lower 


| jump onto the spaceship. | 
Slam the button and jump - 


SNOOZY WOOZY SATELLITE: 3 k 
2 | DREAMKEY a i DREAM ТІР: - 


level and move the box to : 


| | hack down. Enter the back | 
BET spaceship and hit | 


the switch inside. Change | 


"into. a Superhero and jet- 
= pack upto the door, - 











evel and renew your: | 
Superhero status. ingot 
the button for now. 
М. through the 10-Cog Door 
and hit the switches to 
open the next door. In 
big room with a conveyor - 
elt, you will find a bas 
Check into the Si IOM 
club again and go back ta 
the room with the convey- 
or belt. Jump up to the 
. deor and find the elevator. 
| Take the elevator down 
| and defeat the monkey, 
| then hit the Superhero 
: ution to activate the 
4 warp i in the other room. 


Follow the purple-walled 
| path downto 7 olê walled | 
| the path branches off to 
| the right. Take the branch 
into a tall room, and look 
around for а Dreamkey. 
Make your way hack to the 
~ йе area and take the 
d didnt а o 




















| Put tthe эж» ош tof cor 
mission to oper; the e 

tor. As a Ninja, jump up ; am 
grab the bar overhead and 
walk hand over hand to the 
other side. Get up onthe _ 


| the conveyor belt. Look up. 
4 Рени 


у SPACE ВАСЕ | 


Маје first contact with the ico flying 424 : 

Astral Antics. It will challenge you to а space | 
__ race—your primitive rocket vs. the latesti in hot l 

rod flying saucers, ` : 


a snazzy shortcut with 
— | bonus Ruff and Tumble - 

-| Coins. Тһе alien does use 
| this shortcut on occasion, 
` | so make sure you cut cor- 

| ners tightly and use the 
blue rings for a turbo boost. 
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Fall down to the lower) e 































| fleating platforms then ride |. 


| fit your еке toward this | J 
blue-and-green pipeline for. .— 










WINKS | 
















] Take the elevator town 

6 and work to your way to a 
+ xs that contains a 
| Dreamkey, craters,cogs | 
and telling meteorites. You | 
will need the Superheros | 
jetpack to get out of this 
room, So watch yous time. 















Once you une... 
20 cog go be hack to the 


4 through the door and рісі 
up the second Wink 
behind a 20-Cog Gate. 





Defeat the aliens to open the door. in 
ext area, carefully collect the 
cogs above the pistons with a double 


| the Jack-in-the-Box and | 

| jump across the platforms to the 
next area. Go up the red passage and 

e your long range attack to ground 

“the Monkey Cosmonaut. Jump across 

oto the warp. 











| To the right of the purple hallway is a 
ledge you will need to jetpack up to. 
Use the jetpack to work your way 
across the ledges ther enter the 
door and work your way across more 
ledges, flying across to the cogs 
P along the way. Go through the 46-Cog 
i a ‘ Boor, change inte a Ninja, then come 
аш A == = P^. MS No шарт 


gu 












i Stand at the top of the rock pile to . 
make it descend like an elevator and ` 
Таке youto asecretroom. Jumpon — 
one of the floating blue platforms and 
tide it to the next area. Near the arch- 
|| way is the last Dreamkey. Off of the 
| | platform, get Ninja-fied again and grab 

the har. Go over the bar to а Ninja but- 
— ton that releases the last Wink. 





SPACE BOSS 


That raggedy Threadbear attacks you from a flying saucer, but with the right | 
moves, youll be ready. Once you've defeated the bear, prepare for the | 
dinosaurs, skeletons, and pirates that await you in the next three worlds as | 


41 you continue your quest to save all до Winks. Sleep Tight. ® 


Run over to the Superhero Jack- | 
in-the-Box and change into your 
alter-ego, then use Z to shoot 
your little rockets at the aliens. 
Be sure to pick up everything the 
aliens drop. When the shields to 

| Threadbear’s ship аге down, use 

| the Z attack to bring Threadbear 

| down to earth. 
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THE WORMS GO MARCHING 
TWO BY TWO, HURRAH, 
Ф HURRAH! TO BLOW APART 
ES THE EARTH FOR YOU, 

‚ HURRAH, HURRAH! WITH 
7 CLUSTER BOMBS AND 

3 GUNS GALORE, THEY'LL 

" FRAG THEIR FELLOWS OVER- 
BOARD AND THEY'LL ALL GO 

ў SINKING DOWN, INTO THE SOUND, 
ONLY TO RISE AND FIGHT AGAIN... 



















[33:014 This game received an (E) 
rating by the ESRB despite 
mild language and animated 
violence. 





CONTENT RATED BY 
ESRB 


©1999 Infogrames. All Rights Reserved. 
©1999 Team 17. All Rights Reserved. 


( { Believe this: If the early bird tried for these worms, the only thing it would get is 
i bombarded. Team 175 smash PC hit has arrived on the N64, and you won't find a 
turn- aa multiplayer ae more Е And unlike many multiplayer masterpieces, Worms is fun even all by your lonesome. 





| TRAINING 


Unless you want to end up 
as fishbait, you'll want to 
take a crash course in 
annelid basic training. These 
timed exercises will give you 
a chance to master the basic 
tools of the trade, from 
weapons like grenades and 
bazookas to tools like Ninja 
Ropes and girders. 






After you "ме learned how to 
toss explosives around, you'll 
want to try your skills out on 
some real worms. Try a 
Quickstart game—this option 
will put you in charge of a 
random team of worms on a 
random landscape with ran- 
dom foes. Destroy them. 
Uh...in random order. 





| DEATHMATCH | Ns 

Now you'll have to get seri- The missions put you in spe- 
ous. To play a game in | cific scenarios with difficult 
Deathmatch Mode, you'll goals and limited weaponry. ЖТ TER 
have to create your own You may have to retrieve a | | 
personalized team of worms special weapon or assassi- 
and send them out into the nate a captain, depending on 
fray. The game will keep track | the level. They're difficult, 
of your victories, losses, kills but every two missions or 
and casualties as you face deathmatches you win will 
greater and greater odds. earn you a bonus. 
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УНЕ © 4 | ЕНІ While-thié missions йге all well and good, the true joy of. Worms: Armaged- 
| AL don lies in its Multiplayer Mode. Up to four players—human- or CRU- 


controlled—can compete in an all-out worm-burning bonanza. Be careful of the computer, because its worms are almost perfect 
shots. 


WORM VS. WORM 


You'll each want to create your own 
team then pick a landscape in which 
to wage your wormy war—you сап 
go with one of the familiar ones or 
randomly generate a backdrop. Then 
head out to the battlefield and fight 
to see who'll be the last worm 
slithering. 
















RECRUIT Putting together a crack team of worm assassins is not an easy task. You have to hand-pick 
them from the graduating classes at Annelid Academy, train them in the art of miniature 


weaponry and work them out until every segment is a bulging mass of muscles. No, actually, it IS an easy task. 













NAME THOSE WORMS 


Be extra witty when naming; 
because you'll soon discover that the 
CPU has tons of hilarious names for 
its worms. These worms will take 
you through some tough times, so 
name accordingly. Then again, there's 
nothing that says an action hero 
can't be named Snuggles. 


THE BIG BANG 


A team gets one special weapon 
assigned to ії, and each is super- 
powerful and can beused only once. 
Each hasits‘own attributes—choose 
wisely between the Holy Hand 
Grenade, Flamethrower, Mad Cow, 
Sheep Launcher, Homing Pigeon, 
Super Sheep and Mole Bomb. 





BE REMEMBERED 


You can toggle this option off, but 
we kind of like it. Whenever one of 
your worms falls in battle (provided it 
doesn’t fall off the edge into the 
drink), it will leave behind a memorial 
to honor its passing. Take your pick 
among several funereal styles. 


WORMS OR LES VERS? 


One of the finest features of this 
game is the hilarious sound bites 
you'll hear as the various worms 
launch attacks on one another, so 
make sure that your worms have a 
voice to suit your personality. You can 
take your pick from several lan- 
guages and dialects. 





WORMS, UNITE! 


Of course, you'll need a symbol for If you get out in the field and 
your brave band of miniature war- become displeased with any part of 
riors, а symbol that denotes pride,a fF а га | ОО и О your team's setup, уои сата ћмауз [sme @ 9 и 
symbol that means courage, a sym- head back to the Edit Team Menu 
bol that stands for all the things and switch things around to make, Б 
these worms are fighting to protect. some changes. The only things you 
And that symbol will be...a penguin! can't improve from this menu are 
Or whatever. your battle skills. 


FINE-TUNING 


ао .ص‎ сте WA Bay Ge St е кР 


>з тз е ener nde эз эз та тї ттт т ти эз ив тз тї тї eH S т DO та жаты ан эв же жез 


VXORMSEEYE VIEW There are tons of ways to ul your em play, Poo. th the Global Options 


Menu, you can alter all the little details of the game to fit your idea of the most 
satisfying battle scenarios. Just remember that these changes will not affect the missions, which have static conditions. 









GAME OPTIONS ERES c UM ; Ё TIME OPTIONS 

From fuse lengths to game types to | Its not enough to control the 

control options to energy levels, it's ЖЕНА LN worms--you get to control the very 

all here for the tinkering. Make it so it т : EM fabricoftimeaswell.Notreallybut ШЕ 
doesn't hurt when you fall. Use any УЧИ you can pick the length of turns, how 

worm instead of cycling through your у long you have to move after firing a 

team. Switch it sowormscantmove PEE  weaponorusingatool,orevenwhat 888 


at all. It's your worm world! time Sudden Death Mode will kick in. 


= 
o 
A 
= 
[ra 


мовазоу има“ 
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(ӘЛІП ШІ) WE ARONS And now for the good stuff. This game is stuffed fall of some of the most 

h : bizarre weapons you'll ever see, and mastering all of them will take you а 
worms Ше or two. Since the game runs on an impressive physics model that involves wind:and gravity, you'll have to become 
a ballistics expert to excel. Has anyone ever launched a sheep before? 


PROJECTILES AND HANDHELD EXPLOSIVES 


These are the basic weapons of 
the worm elite. Learn to use the 
wind to aim bazooka shots and 
predict the shrapnel patterns of 
cluster bombs. While mortars 
fire the same every time, you'll 
have to use a delicate trigger fin- 
ger to control the propulsion of 
the other weapons. 


While they're generally used for 
up-close-and-personal attacks, 

these can occasionally be used 

for long-range assaults if you 

have а keen eye or a laser sight. 

The shotguns have a wide pat- : 
tern.and can fire twice, while fo 
miniguns, uzis and handguns keep 6 
firing until the clipis empty. SHOTGU 


MARTIAL ARTS 


You can use guns to blast worms 

over the side, but sometimes all — А E с | 
you'll need is your worms impec- ) ; B, "n 
cably trained body. It's easy to : v SR — f : E Р 
punch through walls with the. х or е 1 EACUS она „йш ил 
Fire Punch or simply Prod some- “С = Сен PRA | GE гр 
one off acliff. lf yourelowon E , 2 4 |907 | К - m S. 

health, sacrifice a worm with a У д G Ен a ntn 
Kamikaze or Suicide Bomber. С DRAGONBALL SUICIDE BOMBER 


You can wrap your segments 

around plenty of other experi- 

mental explosives. Plant proximi- 

ty mines around enemy worms, or 

simply pack their pockets with 

Sticks of dynamite. Banana 

Bombs bounce erratically before > й ; А j : 
blowing sky high, while mole і 2 ic» РЫ MU oO ae 
bombs tunnel deep and explode. BANANA BOMBS 


TOOLS OF THE TRADE 


Its not all about massive offen; 

sives, you know. You'll need to 

tunnel through rock with blow- 

torches and pneumatic drills, 

scale the heights with Ninja 

Ropes, and build troop transport 

bridges with girders. You can even 

teleport occasionally when your 

position becomes compromised. KUMILLA 


AIR ATTACKS 


If you're fighting in an area with 
no ceiling, you might get air sup- 
port. You can pick your target 
area and radio your superiors, 
who will send a plane by with a 
payload of missiles, explosive 
mail, mines or moles. Homing . 


missiles, Pigeons and Super am \ Ж. савны => ЖЕ { % 
Sheep also provide air strikes. ШЖШ ; HOMING PIGEON 





KED NINTENDO POWER 


LIVE AMMO, LIVESTOCK 


Among the more unorthodox 

weapons (and those that are 

guaranteed never'to get ACLU 

approval) are the explosive ani- 

mals. Sheep can be released or 

launched at an enemy, where they 

bounce around before blowing up. у ТҮ С M 
Skunks infect others, while Mad еы ~o as ER ГОРОМ cc c UN 
Cows explode unpredictably. AD COWS 


FINISHING BLOWS 


Then there are super weapons. 
You'll gain access to more of 
these the more missions and 
deathmatches you win, and 
they re worth waiting for. Most 
make really big bangs, although 
the Scales of Justice attacks by 


rationing all of a team's health mU nanc D Ё теу 
among E remaining members. SUPER BANANA HOLY HAND GRENADE MING VASE 


рт | Since it's almost as difficult to predict a deathmatch as it would be to predicta chess match, we'll 
have to leave the fighting up to you. We can point you in thefightdiréction as far as the mis- 


sions go, though. Each will proceed differently depending on your attack style; but the objectives remain the same. 


SWUOM 


NOGJ3IDVWIUV 





































PUMPKIN PROBLEMS 


There are lots of snipers on this 
level, but all of them are posi- 
tioned near mines. Get the drop on 
them with girders or Ninja Ropes 
then open up with your uzi or 
handgun to’knock them close 
enough to the explosives. The 
mines will take care of the rest. 





Once уои тесіп sight of the 
weapons crate that is your goal in 
this mission, you should see the 
way down. Knock the artillery 
worm into the mine, which should 
blow ahole in the pumpkin vine. 
Then just use a Ninja Rope to slide 
down to the crate—and victory. 






You can start launching grenades 
from the get-goijf you want to, 
butit may be smarter to use a 
girder to climb up and get the drop 
on the hapless enemy from atop 
the flower. Once you're up there, 
you сап even put another girder 
above your head for protection. 





From your vantage point, you can 
rain grenades or shotgun blasts 
оп the enemy. Keep your eye out 
for а crate containing cluster 
bombs as well, because the cloud 
of destructive shrapnel their 
explosions fling can wipe out an 
entire cadre of enemy soldiers. 


ALL QUIET IN THE LIBRARY? 


There are lots of 
weapons in the Library, 
but it would behoove 






Your superiors decideto ш 
nuke the entire area about 
halfway through, so keep 


you to use a simple one your eye on the warnings. 

first. Pull out your Once the field gets conta--- PEN 
shotgun and blast the A minated, a massive earth- P9» 
pair of grenadiers into | quake will hit the region. 

the drink to start the Avoid the edge or you'll be 
festivities. fish food. 










COOL AS ICE 


The psychotic guard entrenched 
in the South Pole is well-fortified, 
and your worm has precious little 
health. Strap on your jetpack and 
fly all over the ice cap picking up 
every weapons crate you see. 
They're all useful, but the 
flamethrower is most important. 










head and line up the guard. The 
flamethrower will melt a perfect 
path through the ice then fry the 
lunatic. If that doesn’t finish him 
off, use the uzi or the handgun. 
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DO THE LOCOMOTION 


First things first— 
backflip up onto the 
grassy ledge anduse a 


Fire Punch to cut 
through the tree and 
knock the sniper off his 
perch. Chances are, a 
direct hit will bring his 
health down to zero. 


SAND IN YOUR EYE 


The weapons drop will occur on 
the very top of the pyramid, so 
your first order of business is to 
clear it of all enemy soldiers. 
Using grenades, cluster bombs or 
mortars, relentlessly bomb the 
two sentries until they expire and 
leave the drop zone secure. 


The crate you're looking for is on 
the far side of the huge mush- 
rooms, and their caps are sprin- 
kled with deadly mines. The girder 
packs are going to be your best 
friends here—use them to climb 
out of your spot and to traverse 
the explosive fungi surface. 


BIG SHOT 


You'll need todo alot of precision Pom 


shooting to eliminate the enemy 
in this mission, but your main 
order of business is to secure 
higher ground. Head for the leaves 
on the upper left—there are 
several weapons crates up there 
to augment your arsenal. 


WATER SURPRISE © 


You're really stripped down to 
bare essentials in this mission. 
Grab the Ninja Rope in the 
weapons Crate on the side of the 
tower then set up a girder to give 
you a height advantage. From 
your high aerie, use the handgun 
to blast the mines off the tower. 


JURASSIC WORM 


This опе is a doozy. 
The captain is well 
entrenched, and there's 
no time to shoot your - 
way through to him. 
Use either a Ninja Rope 
-orajetpack to reach 
the pack of mole bombs 
atop the dinosaur. 
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Tunnel through the rail- 
road car using your blow- 
torch then grab the jet- 
pack inside the tool crate. 
Once youhaveit, it's a 
short air ride to the 

| waters edge, where the 

experimental carpet 

bombs are waiting for you. 

















Be careful when you approach the 
crate, because if you leave a 
worm stranded near it an enemy 
soldier might blow up you and the 
precious cargo. Make sure that 
you can reach the crate before 
your turnis up—otherwise, wait 
until next turn to make the run. 





You can use the girders toward 
another end as well. If you place 
them strategically over the 
enemy soldiers’ heads, the foolish 
worms will give up their turns 
without attacking. It seems they 
won't move from their positions, 
so you can slip by with ease. 


This mission will go into Sudden 
Death after a short time, so it's 
imperative that you reach the high 
ground. Once the land mass starts 
sinking, it will be a waiting game 
and the projectile weapons of the 
enemy won't be able to touch you 
as they slowly sink. 


Once the pathis clear to the 
tower's peak, fire the Ninja Rope 
to the peak and climb on up. The 
weapon of mass destruction 
inside the precariously perched 
weapons crate will sink the 
crazed general below sea level in 
no time, so set it off immediately. 


EN 2 г 


‘Send some mole bombs 
down the dino's back. 
They re extremely unpre- 
dictable, so you may need 
10 get off a lucky shot, 

_ but let's hope one tunnels 
‘into the Captain's hiding 
place so you can toss 
down some grenades. 














CHEMICAL WARFARE 


Chemical Warfare is the first mis- 
sion locale where you'll be faced 
with a completely indestructible 
environment. No amount of blast- 
ing will get you into the enemies’ 
strongholds, so first use the poi 
son fumes of several Skunks to 
cut their health down to nothing. 






Once the soldiers are weak, you'll 
have to maneuver close enough 
to deliver attacks that will reach 
through walls. Use the shotgun 
and the Fire Punch to nail worms 
above you, and the Dragonball апа 
baseball bat for any of them you 
can sidle up next to. 
























NO SUBSTITUTE 


Тћеге no grace period on this 
level—-Sudden Death is in effect 
from the word go, and the water 
level is steadily rising. You need 

to get your boys to higher ground, 
so try to grab the girders from 
the top of the submarine before 
enemy fire destroys them. 


The top of the treeis the place to 
be, but chances are your soldier in 
position up there will get blasted 
off before you can defend him. 
Use the girders to bring reinforce- 
ments up from the backside of 
the tree and claim the peak before 
the water claims you. 


This is another mission 
where time is ata 
premium. The waters 
rising, and two poor 
worms are trapped in 





Use girders and Ninja 
Ropes to get the lucky 
worm to high groundsthen 
dig him in for ап assault. 
Block the attack trajecto- 


the lowlands. You prob- ry with a girder then use 
ably can't save both— the shotgun to blast a 
pick one soldier and blast hole in the wall and make 
him ап escape route. yourself comfortable. 





HOT STUFF 


The enemy soldiers are extreme- 
ly strong in this missian—each of 
the three bad guys has 300 
health—so you'll have to do some 
serious work to.do themin. Try to 
use your weapons with expert 
precision to knock theminto the 
mines as a first wave of assault. 
































If you can blow up some of the oil 
cans near the enemy, that's great. 
If not, try to bunch the evil worms 
together and use your Holy Hand 
Grenade to toast them. There's 
also a helpful Double Damage in 
the tool crate hidden in a nook 
guarded by several mines. 






Youneed to traverse the entire 
ridge of Mount Wormore to reach 
the general, and you'll have to 
start by grabbing the pair of Ninja 
Ropes off the rock face. After 
that, fire your Ninja Rope from the 
rightmost tree—you'll get a much 
better angle on the slope. 


The general doesn't exactly get 
along with the rest of his splinter 
group of mercenaries. While they 
trade shots in the trenches, pick 
off immediate threats as you 
make your way down to the base 
under the sign. Then take out the 
general wormo-a-wormo. 


CHATEAU ASSASSIN 


You have a team of three worms 
to carry out this assassination 
attempt, but the real work will fall 
on only one of their sets of shoul- 
ders. (Do worms have shoulders?) 
The other two are integral, 
though—stack them Up ina 

worm ladder to boost the third 

on his way. 





Once уой have a worm on the 
rooftops, use the girders you'll 
find along the way to carefully 
circumvent the mine-festooned 
shingles. If you can make it safely 
tovthe other side, use the handgun 
toice the major—he'll take out 
the general on his way down. . 


% 


мовазоми у 


SWYOM 
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RESCUE AGENT DENNIS 


First of all, don't get confused and 
. start looking for Agent Dennis— 
your worm, whatever he is 
named, acts as the stranded 
agent. Luckily, you've stocked up 
with cool weapons. Use your bad- 
dest explosives to take care of 
the worms with safe positions. 








HORNY NUKE 


Don't ask us about the 
name of this mission— 
we just work here. In 
any case, you have to 
be lightning quick if you 
hope to survive this 
nuclear fiasco. Grab 
the Ninja Rope and 
start swinging. = 8&4 


This missionis a surprisingly basic 
breath of fresh air after the com- 
plicated fights you've just come 
through. Be sure to stay safe and 
under cover as the captain period- 
ically launches air strikes and the 
ground trembles with unpre- 
dictable tectonic activity. 







WOODEN AMBUSH 


The enemy soldiers aren't going 
anywhere— you've ambushed them 
in two separate camps in the 
woods, and they'll take tons of time 
trying to blast holes in the trees. 
Take this time to jetpack around 
picking up weapons in the treetops, 
watching out for the mines. 





AD, ПЕШ SoS 


There are plenty of missions ahead, but you're going to have 
to go on your own from here, soldier! Even crazier weapons 
should give you all the help you need to defeat the rising 


Pick up as many weapons 
as you Can as you cross to 
the left side. None is more 
important than the Indian 
Nuclear Test in the lower 
left. Grab it, then climb as 
high as you can and trigger 
it once you're comfortable. 










The reason you don't want to 
waste your time fighting the 
worms up high is that а nasty 
earthquake will strike after a cer- 
tain amount of time, tumbling all 
those worms into the drink. Make 
Sure that you're in a protected 
spot when the rumbling starts. 



















Since there's no time limit, you 
can take your time infiltrating the 
Captain's little safety zone, but 
bear in mind that once you opena 
way in, he'll attack you with all 
he's got. Eliminate all other 
threats before going in after him 
so you won't be distracted. 
































Once you're armed and dangerous, 
start breaking your way through 
the trees to open up a line of fire. 
They'll shoot you on sight, so once 
you have а clear way in, try drop- 
ping a weapon like the Mad Cows 
into their hideout to torch them 
without endangering yourself. 
















tide of segmented insurrectionists, and the more you win, this instant multiplayer classic. ® 
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the more fun features. you'll unlock in the other sections of 
the game. Long after you finish all of the training and 
single-player missions, you'll be battling your buddies in 
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LAST YEAR'S 365 DAYS OF UPS AND DOWNS HAVE SHAPED THE 
NEW YEAR'S INS AND OUTS. IS IT THE BEGINNING OF A TREND OR 
IS IT THE END FOR SOME OF 1999'S BIGGEST EVENTS AND RELEAS- 
ES? GET HIP TO WHAT'S HOT AND WHAT'S NOT BY SCOPING OUT 
OUR PROJECTIONS FOR THE YEAR 2000. 


GAMES SUITED FOR ESPN 2 

The year 2000 gears up with 
motocross games and skateboarding 
games, like Tony Hawk's Pro Skater 
from Activision and a Thrasher magazine 
title from Rock Star Games. 


HEROES WITHOUT LEGS 


Limbless is "in" as proven by Rocket 
and Rayman, stars of two of 1999's 
sleeper hits. A computer-generated 
Rayman cartoonis evenin store. 


POKéMON: 
THE FIRST 
MOVIE 


BEST-SELLING AUTHORS 

7 WITH VIDEO GAMES 
With WWF wrestler Mankind's turn as 
an author, Tom Clancy (Rainbow Six) isn't 
* theonly pen-pusher with a hit video 
game under his belt. 


SCARY THINGS ( 

Horror and frights are in, especially after the success of The * 

Blair Witch Project, The Sixth Sense and N64 thrillers like 4 
Shadow Man, Nightmare Creatures, Resident Evil 2 and А 
two Castlevanias released in 99, 6 


DYNAMIC LIGHTING 
A glowing example of lighting | | 
that should set the standard for di. 
realistically illuminated charac- % | 
ters is Rare’s luminary Donkey 
Kong 64. 


WHO WANTS TO BE A 
MILLIONAIRE? 





IN THIS QUICK RUNDOWN OF LAST 
| YEAR'S HIGHLIGHTS, POKéMON 

EMERGES AS THE PERENNIAL STAND- 
~ OUT SENSATION. SURE, HARRY 
POTTER AND LA VIDA LOCA WERE THE 
RAGE, BUT THE POKéNOMENON 
PICKED UP SO MUCH STEAM IN ‘99 
THAT EVEN SOUTH PARK, MAD 
MAGAZINE AND SATURDAY NIGHT LIVE 
COULDN'T RESIST POKING FUN AT IT. 


e? 


| N 
REVIEW 


КРО, 


memes т 


GAMES SUITED FOR ESPN 

Another year, another baseball, bas- 
ketball and football game. Expect the 
main difference to be that the updat- 
ed versions have improved whatnot 
and a 2001 tacked on to their titles. 


HEROES WITH ARMS 

Hyperballistic shoot-'em-ups are taking a backseat to video 
board games, which have become the more civilized way of 
settling things. As such, 2000 starts with a bash rather 
than а bang when Mario Party 2 shows up in January. 


THAT BAD TASTE NINTENDO'S FIRST 
MOVIE, SUPER MARIO BROS., LEFT IN OU 
MOUTHS өз 


MEDIOCRE ACTORS Ж 
WITH VIDEO GAMES ‚ ЖАА 
Turok and Shadow Man are scary, but 

Acclaim's most terrifying game to date 

is its Mary-Kate and Ashley Olsen title 

for Game Boy. 


% REALLY 


7 SCARY 


im THINGS ~ 


See above. 


99 LENS FLARES 
` | Must the sun reflect off everything in a game—espe- 
cially whenit's in first-person perspective, and pre- 
"7 sumably you're viewing things through the character's eyes and not a 
camera lens? Sois that supposed to be the reflection off our retina 
we're seeing? 


WHO WANTS TO WASTE THEIR LIFELINE? 
All we know is the answer to the million-dollar questionis yes, Pokémon 
is unbelievably hot. And that’s our final answer, Regis. 


PARTY ON 
In February, Mario became chairman 





of the “board” as Mario Party led the Siper Smash 
trend of video board games. Bros. answered 
the age-old 


CRYING-TYPE PO ) 
While other Pokémon xX 

could fly, fry ог ye 5227 
scythe, Togepi just А; 
seemed to cry. Alot. В. 
In March, the 1524 WI 
Pokémon made its N 
tearjerking debut. 







question, "Who 
would winina 

fight—a pink puff- 
hall or an ape wearing a necktie?” 





| In April, Kirby, DK, Pikachu, Mario 


and a host of other Nintendo faves 
first did battle against one another 
in an all-star fighting free-for-all. 


ДҮЙ NINTENDO POWER 


SO IT'S FINALLY НЕКЕ—ТНЕ YEAR 2000, A TIME WHEN EGGHEADS 
PREDICTED WE'D BE FLYING AROUND IN ROCKET CARS AND EATING 
FULL MEALS CONTAINED IN TINY CAPSULES. IT MAY NOT BE AS SPACEY 


AS ONCE THOUGHT, BUT 2000 STILL LOOKS BRIGHT. SEE WHAT SHINES 
BY GAZING INTO OUR FORECAST OF NINTENDO'S FUTURE. 





FIRST THERE WAS GAME BOY, ou'd think after so much develop- 
THEN GAME BOY POCKET, M ment, Game Boy would be a Game 


Man by now. Instead, the portable's 
THEN GAME BOY COLOR. rector А referred 
, 9 toas Game Boy Advance. Тһе new sys- 
WHAT'S NEXT? tem will boast 32-bit memory and 
Internet connectivity. A gaming website 
compatible with the Advance should be 
arriving, too. 


HOW CAN THE KIDS" WB! {| than Pokémon, much of the WB 


CARTOON SERIES, POKéMON, т О, үн s | 
trendy teen dramas like Felicity an 
GET ANY BIGGER? Buffy the Vampire Slayer. In an attempt to 


tapinto that audience, the WB will try 
to fit Pokémon into its hip high-schooler 
mold by introducing the savvy and all- 
too self-aware spin-off, Dawsons 







CARTOON SERIES, POKEMON, First Movie. Warner Bros. already has Pikachu's second silver 
GET ANY BIGGER? screen outing in the can and will release it in July. 





Creekachu Қ» S "à 
NO, REALLY, HOW CAN THE KIDS" WB! b releasing a sequel to Pokémon: The 








WHAT'S GOING TO hat else but Kiss, the band that rocks and rolls all night 
ROCK THIS YEAR? (and parties everyday)? Kiss will come alive courtesy of 
Rock Star Games, so expect to see the painted faces of 
Paul, Ace, Peter and Gene (as well as his tongue) in a Detroit 
Rock City Game Boy Color game. 


HOW ABOUT SPORTS GAMES? | f youlike the brutal arcade action of Midway's NFL Blitz, you'll 


WHAT SPORTS GAME IS GOING па the company’s new hockey game to be as slick as ice. In 
TO ROCK THIS YEAR? the same vein as its football game, Midway's new hockey title 
* will make checking as painful as Blitz made tackling. 





SPEAKING OF ROCKING, naddition to Zelda Gaiden, three new Zelda titles are in the 
HOW'S ZELDA GOING | works for Game Boy. And as for "rocking," the three titles 
TO ROCK THIS YEAR? will interact with one another. (And though we ran out of 

* room, the verb "rock" is officially on our Out list.) 






E3/S A CROWD 

Тће Ина Electronic Entertainment THAN TI )Кр 

Expo unveiled news on Nintendo's Developers shuffled wrestling licens- HOLLYW( 

next-next-generation console as well es. EA Sports landed the WCW, while Maybe 

as glimpses at hits in the making like THO scored the WWF. Meanwhile, the Pokémon S. 

DK64, Perfect Dark and Resident Evil 22 WWF's‘Mick “Mankind” Foley penned Snap prepared Pikachu and compa- 
ы x his autobiography, Have a Nice Day. The ny for the paparazzi. On November 









Wars: Episode | The Phantom Menace 











stormed theaters. The prequel | ESE book spent its October debut at num- 10th, Warner Bros. released 
introduced Podracing as well as In UT the ber three on the NY Times Best-Seller Pokémon: The First Movie. The film 
fun words like “Naboo,” "Boonta" | Pokémon struck a [ist and subsequently bestowed Foley topped the box office in its record- 
and “Meesa thinken Jar Jar Binks pose in their very with the distinguished honor of being setting opening week. That same 
needen maxibig muzzle liken now ! first N64 game, the only best-selling author who month, Pokémon graced the cover 
now!” Pokémon Snap. wields a sock. of Time magazine. 
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I AR Т 3: . Are you getting the 


idea that this game 
is humongous yet? Here's a clue—we're on the third 
installment of the Kong world tour, and we haven't 

even hitthe halfway point of the game yet. This month we'll 

plumb the murky depths of Gloomy Galleon for buried fruit treasure апа 
` go mushroom climbing amid the vibrant fauna of Fungi Forest. 





PROS AND KONGS 


If you've gotten this far, your Kongs must be pros. By now you've 
rescued Diddy, Tiny, Lanky and Chunky from their Kremling cap- 
tors, and you've likely learned to use each character's strengths to 
solve the plentiful puzzles. The coming trials will be no easier— 
you'll need everything you know and a bunch of new tricks to 
make the grade as you move closer to K. Rool's stronghold. 





À DONKEY KONG 2 


€ 1999 Nintendo. 
Game by Rare. 


; Rareware logois a 
NINTENDO POWER trademark of Rare. 





















After getting down and dirty in the greasy machinery of Frantic Factory, the Kong clan 
could use a refreshing dip. Unfortunately, instead of lazily paddling around an idyllic 
inlet with coconut smoothies in their hairy hands, the Kongs will instead have to become 
amateur salvage divers in an eerie underwater graveyard of sunken pirate ships. 


THROUGH THE BACK DOOR 


When you sprang the second 
lock on K. Lumsy's cage, an 
underwater vent opened up on 
the back of K. Rool's ship. Now 
that you've finished with 
Frantic Factory, take a short 
swim through the aquatic tun- 
nel until you find the portal to 
Gloomy Galleon. 


|| ENTRANCE e 
| TROFF N SCOFF | 
JUNCTION POINT | 


BANANAPORTER SD | 


TAG BARREL е | 
BATTLE ARENA | 
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Open the Coconut Switch door 
Visit Cranky and win the Rareware Coin 
Light the lighthouse 


To make things easier, we've put together checklists for each Kong so 





Free the seal 
you can take care of all the tasks efficiently. Remember—every аре | р Race the seal 
has five Golden Bananas to find in Gloomy Galleon. E Explore the sunken ship — 
| - nd return Snide's Blueprint 
[ Gray boxes represent important tasks, not Golden Bananas. : vents Aveo iter perg eel i 


Open the Peanut Switch door 
Board the ship and ascend the lighthouse 
Find and return Snide's Blueprint 


MEE LE e c 
Find and return Snide's Blueprint . 

Open the rooms and chests as Enguarde 
Break open the treasure chest 








Enter the fish's mouth Pound the switch and enter the wreck 
Explore the sunken ship Explore the sunken ship 
Spring up the coin stacks Float to the top of the coin stack 
; x cine рае ~ GEH cole RF Ml ete к E I2 A: тиме За 
Find and return Snide's Blueprint TOpen the Pineapple Switch door 
Visit the mermaid | Blast the targets 
| Pound the switch and enter the wreck | Smash open the chests 
Shrink and enter the vent {Enter the ship's hold 
Explore the sunken ship | dand return Snide's Blueprint 
Find and return the mermaid's pearls plore the sunken ship 


OPEN UP! 


First things first—let's get this 
dank cavern aired out a little 
bit. Take DK, Diddy and Chunky 
to the doors decorated with 
their respective foods of choice 
and open fire. Afterward, all 
the Kongs will have all-access 
passes to the big areas. 


into a small cavern with a 
lone Kasplat. After you 
raise the water level, 
Chunky will be able to 


BEHIND DOOR #1 PUNCH IN 
Chunky’s Pineapple ^ If you wander amid the 
Launcher opens the way 3 13: landlocked wrecks, 


you'll find your way into 
an alcove with three 
treasure chests. Don't 
bother looking for a 





climb onto land and pick up бе а © key—simply give each 
the cannonball. Load up the Аф ч one a Primate Punch to 
cannon and blast three tar- == жы: i Aet find a Banana Fairy and 
gets for gold. a Golden Banana. 


енормно BBE omite D 


HEAD TO THE ARCADE 


If your Kongs have been mS ВЕ n sips Pes 
diligent in their banana col- ee eosaeio "ans Bess eoseio огодоә 
lecting, you probably have : 
15 Banana Medals by now. 
If you do, go see Cranky, 
who will let you play the 
classic game, JetPac. At 

‚5,000 points you'll win the 
Rareware Coin. Trust us, 
you'll need it. 








ани 


UPS AND DOWNS 


In the water beneath the light- 
house you'll find two switches 
that raise and lower the water 
level. You'll need to use them 
several times as you try to 
recover all of the агеа 5 good- 
ies, so get used to them. 
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LET A LITTLE LIGHT E. be EUN 


The high water level will give A E 
DK access to the lighthouse B 
island. Slam the switch toget = =~ 
inside then scale the protruding 
platforms to reach the top. 
Once you get the light back on 
up top, a Golden Banana will 
appear down at the entry door. 


Not only will the г i 
newly revolving 4 % 
beam of light atop 





the lighthouse © з 
improve the ambi- — _ 
ence of the spooky 7 + os 


cove, but it'll also 

guide an abandoned ship into the confines of 
the harbor. The ship is the key to Golden 
Bananas for Chunky and Diddy. 





SAVE THE SEAL DIDDY ON DECK 


You'll also find a DK It'll take either a mas- ere 
Pad on the land around sive leap or a brief 2 
the lighthouses base, Rocketbarrel ride to 






so climb on and blast reach the deck of the 
DK into the sky. If you ship, but it's worth it. 
can nail the DK Star at Slam the Diddy Switch 





to launch a Golden 
Banana from the cannon 
to the top of the light- 
house and rocket up 
there for your prize. 


the end of your barrel 
adventure, the seal's 
cage will open. 








THE BANANA DOWN BELOW LIVE BY THE admis FISH) 
Chunky can slam through F а Only Lanky can trans- ERE ä 
another trapdoor on the form into Enguarde, so 


switch to the orangutan 
and enter the swordfish’s 
box to get a little fishy 
perspective. Swim 
around smashing treas- 


ships deck, and if he can 
negotiate the cannons 
inside he'll find a revolv- 
ing barrel tower. 
Primate-Punch ‘em when 


та YA 





Chunky’s face appears ure boxes with your 

then prepare for a woozy | sharpened proboscis— 
trip back once you nab one sunken chest holds a 
the fruit. Golden Banana. 


GET IN ME BELLY! 


While Diddy's on top of the 
lighthouse, jam on the Guitar 
Pad to make a grate open in 
the other large cove, releasing 
a mechanical fish. Swim inside 
the fish's belly, then break all 
three valves with your Peanut 
Popguns to win another 
Golden Banana. 





THE SEALS ME 


When you find the seal in the 
shipwreck cove after releasing 
him from the cage, he'll hook 
DK up with a Golden Banana. 
He'll also offer a challenge— 
beat him in a two-lap motor- 
boat race while collecting 10 
coins to win another banana. 






CLEAN OUT THE VERE 


Now it's Tiny time! In another 
inlet near the seal's area, you'll 
find an odd mechanical contrap- 
tion on the cove floor. Shrink 
Tiny down to gain access to a 
small vent. Inside you'll play a 
fly-swatting game for a piece 
of golden fruit. 
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THE SUNKEN SHIPS ааа 


In the right-hand inlet of 
the shipwreck cove is а 
shoal with four Musie Pads 
on it. Depending on the 
water level, you can take 
every Kong but Chunky here 
and open a new portal on 
the main sunken ship in the 
cove by playing their 





' Different challenges await 
in the flooded cabins. For. 
some Kongs, getting the . 
Golden Banana will bea | 
simple matter of swim- 
ming up and grabbing it. 
Others will have to play - 


. -- minigames to earn the pre- 
: агч cious prize. 


instruments. 
CHUNRY’S WAY A. TREASURE TROVE 
- Chunky has to go a bit far- Hovering above the 2 


ther afield to open his way 
into the ship. In the light- 
house cove, find his 
Triangle Pad іп а secluded 
nook and play a pleasant 
tune. When the hatch 
opens on the top of the water. If you touch the 
` ship, you'll have limited 5. Ес ш / star three times, you'll 
time to reach it. А open the way into the 


treasure room. 
CLIMB THE COINS 


There's a pair of enormous coin 
stacks in the treasure room— 
one for Diddy and one for Lanky. 
Lanky can use the Lanky Pads to 
Baboon-Balloon his way to the 
Bonus Barrel, while Diddy will 
have to Simian-Spring. Beating 
Diddy's minigame will cause 
Bananaporter 4 to appear. 


waters of the ship- 
wreck cove is a DK 
Star. To reach it, 
transform Lanky into 
Enguarde and then 
leap high out of the 





== 
” 
Aun 
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RETURN THOSE ا‎ YE SCURY Y...UH, OYSTERS! 


After you talk to the mermaid per 

_ and learn of her pilfered pearls, 
swim to the coin room with Tiny 
and shrink to enter the keyhole 
of the submerged treasure 
chest. Once inside, carefully 
retrieve all the pearls from the 
oysters then take them back to 
the mermaid. 


THE OTHER SHIP 


In one ин of the main hall- ете Т 

` way you'll find Tiny and Lanky ETD ale 
Switches. If you stomp them > x ees е - 
with each character, doors will ' ij 


open on the other large ship in 
the shipwreck cove. The 
watery passages offer up a 
minigame for Tiny and a hidden . ~ 
Golden Banana that Enguarde 
. must uncover. 





THE BLUEPRINTS 


Retrieving most of Snide’s Blueprints is 
relatively easy. The Kasplat with Lanky's 
piece is right behind the Pineapple 
Switch door near the entrance, while 
Tiny's is on an elevated walkway near 
the end of the main passage. You can 
find Diddy's Blueprint piece by Chunky's 
Triangle Pad in the lighthouse cove, and 
Chunky’s is atop the reef with the other 
four Kongs' Music Pads. DK's Blueprint is 
the toughest to get—first you must beat 
Diddy's minigame atop the coin stacks, 
then take DK through Bananaporter 4 to 
fight the yellow-haired Kasplat. 





NINTENDO POWER 


























appe 


2 When Lanky 
squares off 
. against the overinflated puffer fish known as 
Puftoss, drive the coconut craft through the 
DK Stars as you avoid fireballs and shock- 
waves. Every time you go through five stars 
the fish will get an electrical jolt, so keep 
moving and jump as a last resort. 


[ee ааа соора lh 1 = 


OK, so Gloomy Galleon didn't turn out to be a pleasure cruise, but what did you 
expect? Fungi Forest isn't going to be filled with fun guys, either. The thickets of 
enormous mushrooms are home for all sorts of nasty creatures, and they're much 
scarier at night. 


INCOMING APE! 


You're familiar with К. Lumsy’s 
antics by now, so you won't be 
surprised to see his happy 
dance when you deliver another 
Boss Key. The Kremling Shuffle 
blows up a rock, exposing a 
cannon that launches you up to 
the Fungi Forest entrance. 





TAG BARREL 
BATTLE ARENA e 
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=: | жы чш б 
Visit Funky and get the Homing Ammo 
Climb the mushroom tower 


Heres another handy set of checklists for your reading pleasure. Blast off the DK’ Pad 


Keep in mind as you're using them that its smarter to switch char- | Find and return Snide's Blueprint 


acters often rather than trying to finish one checklist at a time. Е Find the Bonus Barrel in the house 
j _| Pull the three levers in the mill 


+ , 
| Get the Super Simian Slam ТОП Cranky 


















IW Again, gray boxes are vital tasks and white boxes are Golden Bananas. 


Fly to the top of the mushroom tower | | .. . отр the switch atop the его tower 
Find'and return Snide's Blueprint | QNS Slam the five mushrooms 
Spring to the attic of the house y Q^ Bounce off the mushrooms 
1 Turnen the winch above the mill | | 7 Find and return Snide's Blueprint 
Play the Guitar to shatter the cage ЯК Float to the roof of the mill 
Race the owl | ЈЕ “да Race the rabbit twice 





Stomp the switch in the mushroom tower | if b Enter the well and ride the mine cart 
Find and return Snide's Blueprint , 2 Smash the tomatoes 

Shrink and enter the tree stump | " Relocate the apple 

Plant the Magic Bean EMI · n Find and return Snide's Blueprint 
Hitch a ride to the top of the beanstalk қ Solve the picture puzzle 

Па the giant nd ‚ М5 Break the pnr dd 


nensem rpm 


" CRANKY’ S SUPER SIMIAN SLAM 


Cranky has a surprise wait- 
ing for you in his Fungi 
Forest lab. For the price of 
a few Banana Bunch Coins, 
he'll upgrade the Kongs 
with the Super Simian 
Slam, which allows them to 
slam blue switches. The MIAN SLAM 
best part is that only one Ania 
Kong has to buy it. 





HOME IN ON SOME NEW сме 


Стапкуз not the only one 

feeling generous. Funky уа ex ا‎ ла: 
has an upgrade for the қ £X +. | 
Kongs as well, and like 
Cranky, he'll hook all the 
Kongs up with the goods 
once one of them coughs 
up some cash. The 
Homing Ammo homes in 
on the nearest enemy 
when fired. 







a қ 





We're not sure where it goes, 
but we know where it stays. 
The clock tower in the main 
area of the forest controls 
whether it's light or dark, so 
when you want to bring the 
day to a premature end, blast 
up to the clock and shoot the 
Moon Switch. 


WHERE DOES THE TIME GO? 


Many tasks can be done only at tight, just as many 
doors are open only during the day. If you can't proceed 
in an area, try swapping the sun and the moon and see 
what happens. 


WISHING WELL 


If Chunky’s wish is to take a 
scary mine cart ride, then 
he'll get it. Slam through the 
well's grate and get ready 
for the ride of Chunkyss life. 
Jump over fallen trees, and 
remember to hit any green 
bells you see—they control 
the iron gates. 
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TAKE THE EXPRESS ELEVATOR 


As soon as you enter the 
enormous mushroom domi- 
nating one clearing in the 
forest, take a gander at the 
wall. You'll see five different — 
projectile switches on the i j 
wall, so make good use of 
the Tag Barrel and have all 
five Kongs shoot at their 







favorite food. : Once all of the switches are ; Slam the DK Switch then 
» depressed, several blast : ride the barrels up to a love- 
barrels will appear. ` __ ћу Golden Banana. · 
FAIRY DANGEROUS REQUESTING MUSHROOM FLYBY 
On one of the exterior walkways on the mushroom ascent, Once you reach the top of the mushroom, activate Bananaporter 
you'll find a DK Pad. Press Z to fire the aerodynamic ape into 5 and warp back down below. Switch to Diddy and find the Diddy 
the heavens then blast your way to the Bonus Barrel at the — : Barrel, then Rocketbarrel up to the Bonus Barrel hovering above 
end. You'll have to save fairies from Klaptraps to succeed. the mushroom cap. Teetering Turtle Trouble is the game of 


' choice, so force-feed the snakes plenty of melons! 





LANKY'S PRIVATE ROOMS 


Lanky has some work to do on the top of the toadstool as 
well. Use his trusty Orangstand to climb to the top then 
slam the Lanky Switch. Doing so will open two doors back 
on the walkway surrounding the сар, 50 pick one and 

` sprint before it closes. 





One of the rooms is sme 7: Ж hovering bees and then bounce off the toad- 
stool to claim the Golden Banana. In the other room, slam the colored toadstools in · 
the order shown on the board, meeting Kongs to colors. Once you do, you'll be able to 
playa Bonus Game. 





BACK INSIDE | : A THORNY PROBLEM 


You probably noticed a Tiny Switch at the base of the Once you cause night to fall, you'll gain access to a house sur- 
'shroom. Now's the time to slam it. You'll have a short amount > rounded by a thorny hedge. Use the DK Barrel to become Strong 

of time to reach Tiny's Bonus Barrel, so keep climbing and Kong, then walk invincibly through the thorns to slam the DK 

staying to-the left as you ascend. Ponytail-Twirling willbe - Switch and open the door. Inside, break the box and slam 

the. key to the Bonus Game. . another DK Switch to gain access to a Bonus Barrel. 








MASTER THE ART OF ف‎ 


Wander in to the mill during ккк. => 
the day and slam а box witha - 

^?" onit to find a DK Switch. 
Stomping on the switch opens 
the way in to a lever area, but 
before you head in, take a look 
at the wall above the conveyor 
belt. Use the code to pull the 
levers in order to make a prize 
appear outside. 





WINCH CONTROL TO MAJOR коме 


Climb the winch cable on the 
back of the mill with Diddy to 

- find a Diddy Switch. Slamming it 
will open the way into the mill's © 
attic, which just happens to 
house the winch controls. Ram 
the up arrow and shoot the on 
switch to unearth a small cage 
outside. After that, find the 
newly visible Guitar Pad to blast 
open the cage. 





THE RAFTER RUN - HOT AIR BABOON | 

Under cover of night, Diddy can Simian-Spring into the attic of Nighttime is also a good time for Lanky to make use of the 
one of the houses in Fungi Forest. It's too dark to see inside, but Lanky Pad by the mill. Float to the roof and climb into an old 
a handily placed Guitar Pad will call a flashlight-toting Squawk storage space. To win your prize, simply slam the switch and 


to the rescue. Negotiate the dicey footing to claim your banana. destroy the three bats. 





X Xx 5 
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SPIDER FIGHTER 


It's fun to smash stuff with 
Chunky, ѕо һе sure to break 
. every last breakable box in the 

» mill with-him. Doing so will open 
:& an after-hours entrance for Tiny, 

„ who can then make her way into 
+ the giant spider's lair. Avoid the 

^ projectile spit and blast the’ 

< small arachnids as they chase . 
'; you, then let the big spider have 
27и when it opens its eye. 





TROUBLE AT THE OLD MILL 
Break open the cracked door of w === 2-2 
the mill with Chunky and slam р 
the switch you'll find beneath а 
72" box. That'll get the conveyor 
belt rolling, so pick up the near- 
by keg and carry it back into the 
‘main room. Place it and two oth- 
ers onto the belt to break it and 
earn some valuable fruit. 





AN OWLING GOOD TIME 


Lanky’s Grape Shooter is the only key you'll need 
to enter the next area of Fungi Forest, and once 


eb rens x В: ~ ч ài 
Guitar Pad to wake , 
ир a sleepy owl 


turnal challenge 

„Тог Diddy. Play а rip- 
who will want to А 
ехегсіѕе. ы = 





ping solo on the 


-a Leap into the Diddy Barrel and Rocketbarrel-Boost up to the Owl's perch. You'll have to 
22 fly through hoops to earn the chance to play a Bonus Game, so use the Z Button to hover _ 
precisely and the A Button to hoost forward as you negotiate the difficult course. 


CATCH SOME HARE 


During the day, wake up the rabbit in front of the carrot condo 
with a Trombone Tremor. It'll want to race. You can win if you 
use the Orangstand, but you'll have to win the race again once 
you learn the OrangSprint if you want the Golden Banana. 


A MOUND OF TROUBLE: 


You'll find a Saxophone Pad in front of the huge mound at the far 
end of the clearing, but unless you shrink down and then play a 
tune on it, Squawk won't be able to carry you to the top. Once 
you're inside, defeat the Карары ‘and en the Magic Bean. 





SQUAWK AND THE BEANSTALK 


If you plant the Magic Bean in the loamy soil of another forest 
area, a large beanstalk will sprout. There's a Golden Banana 
lodged in its upper fronds, so make Tiny tiny and then trot over 
to the Пор Pad. Play a tune, take a Squawk ше and grab 
the gold. : 








T THE BLUEPRINTS 


is on a platform outside 
the huge mushroom. 
Chunky’s is on another 
platform outside the 
mushroom, but it's 
behind a nighttime door, 
so the big Kong will 
have to brave the dark 
' to acquire it, 





Dogadon is back, and now he's really 
mad. Avoid his blasts with Chunky, being 
sure to climb over the edge of the plat- 
form when he spews a wall of fire. Keep 
chucking TNT Barrels at the fiend when 
he lands until he causes the platform to 
start descending into the lava. 


Blueprints are scattered far and wide throughout 
the toadstool forest. DK’s.Kasplat is behind the 
house with the rose hedge, while Diddy’s is on 
some mesh netting inside the giant mushroom. 
Lanky’s Blueprint is in the hands of a Kasplat under 
the owl's tree and Тпуз purple-haired antagonist 


TOMATO PASTE · 


Near the beanstalk's plot of land, a worm ina large apiléi is hav- 
ing a problem with some rotten tomatoes. Turn into Hunky Chunky 
with the handy Chunky Barrel then squash the tomatoes. After 
the culinary carnage, relocate the apple to its proper place. 








When you get the chance, 
` become Hunky Chunky and 
Primate-Punch his lights out. | 
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And now, little Kongs...(sob!)...you're on your own! You're well. ® 
on your way to defeating the Kremling King, but there's plenty © 

of adventuring ahead. Crystal Caves, Creepy Castle | 
and Hideout Helm await, and you'll have to learn + 
even more moves before you can take the fight to K. 
Rool. If you make it, we'll be the first to Kongratulate you. + 





TO SAVE THE WORLD. 


Rainbow Six is as close as it gets to the 
intensity of real-life tactical operations-You' Te 
control an elite multi-national strike force battı ie 
international terrorism. 





Rainbow Six's explosive real-world action is coupled 
with spine-tingling tactics to create a gaming 
experience you won't soon forget. Rainbow Six is 
so real you'll find yourself yelling "Tango 
down!" in your sleep for weeks. 
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| EVERYONE 


| CONTENT RATED BY 


SAK 


ready to speed-shift to the lead in the late 
er from Titus—or you'll end up picking grave 
Irteeth. These two-seaters prove that fast th 
ne in small packages. 


ka 


ME 


f^ W 


Each of these lead-footed racers came to the circuit for his or — driver—and choose a new name if you like—then punch the 


her own reasons, but they all want the same things: a pile of accelerator. Somebody's going to come out on top this season. 
trophies and the hottest car available. Pick your favorite It may as well be you. 


RICKY ANGELICA ALEX MEI-LING MR. SLIM LINDA BILLY REYNA 
Њ Ин RN “ =, 1 6 E P iq ~ tan b х ^ € ~ 
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DIFFERENT SPINS 





The racing is essentially the same in the different modes of . 


Roadsters, except for in Time Trial, in which pits you against the 


clock. To open up all the tracks and all the cars for every у mode, 
you'll have to race your way through the Trophy Circuit. 


ROADSTER TROPHY 


Trophies. Biv3 
i Trophies: 3 


Just because you have to buy a less 
expensive, Class C car for your early 
races, you don't have to live with its 





RACE - 


ЗЕР 


- TIME TRIAL 


| • Wiesman Roadster МЕЗ 





• TVR Chimera 500 • Vinguati VM8 
• Flame F1 
* Mind Star 600 
• Arrowhead Falcon 
| ° Victory Desire 
| * Arbon Nova 
| «Equinox Apogee 7 
• Velocima Raptor 
* Vinguiatti VMT2 
e Ford Indigo 


i КҮТ 
68,800 
96,000 
80,000 
67,000 
110,000 
15,000 
186,500 
175,000 
110,000 


55,000 
56,000 
43,000 
50,000 
46,000 
42,000 
39,000 
43,000 
56,000 


* Vertige Stalion 

* Exeter Hotrod 

* Equinox EX320 

• Okina Corsair 600 

• Manta Rapier 

e. Машо SST Spyder 
* Victory Fantasy 


NEW CAR OR NEW PARTS? 


After you add up the total for a new engine, suspension 
and whatever else you think you need, you may find that 

















HUGGING THE ROAD 


The right tires can mean the difference between win- 
ning arace and coming in eighth. You can take your 


you're better off buy- chances with the 
standard parts forever. Take a look at ing a new vehicle. You standard tires that 
your сагѕ deficiencies, then head to can always sl your come with yonr car 
current car and buy a or you can purchase 
the garage for v. upgrade. If you have more expensive model. some higher-grade 
the funds available, you can easily Just remember that tires for specific 
turn your standard model into a cus- you won't get all your weather conditions. 
Р у money back when you Theinvestment can 
tom, modified ride. sell a car. pay off when you hit 
the curves. 
ENGINES TURBO EXHAUST GEAR BOX SUSPENSION 
У If your If your Anew rac- Depending Different rac- 
speed- B engine type | ing exhaust on the ing surfaces 
B ometer is B allows it, | system ] track, demand differ- 
| topping out | you can won't give || you'll want | ent types of 
at 110 mph, install a you the to empha- и suspension. 
you won't be able to hold turbofan to boost your same measure of power as size either acceleration or Buy this option to adjust your 


the lead, regardless of your 
skills. Put some new metal 
under the hood. 


power. You may need the 
added airflow when you're 
up against Class A cars. 


turbocharging your engine, 
butit also doesn't cost as 
much money. 


top speed. You'll need to 
upgrade your gear box for 
this option. 


shocks to soft, normal or hard. 
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You'll find yourself racing оп a wide range of courses—and 
under very different weather conditions—this season. Learn 


the driving strategies for each of them, or you'll find yourself 
floundering in the middle of the pack every time. 


|АВЕА 51 | 51 





We can't confirm the presence of alien 
bodies at this Nevada military base, 
but obviously something strange is 
going on. Try to concentrate on the 
race, not the low-flying helicopters. 





Don't stare too hard at the nice Euro- 

pean scenery, or you'll miss a turn on 

this twisting, tree-lined course. The 

good news is the road is in good con- 

dition. The bad news is you have. го 
У 

stay on it. 
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_Target Lap: 00:58:18 





Target Lap: 00:55:76 





САВ SETUP TIPS SY EDGE 


Suspension: Hard 
Gear Ratios: Long 


There are plenty of reasons to 
steer clear of the sandy shoul- 
der of the track: Maybe it will 
slow you down, or maybe you'll 
spin out of control: 


INSIDE TRACK 


You may be tempted to try this 
tight turn from the outside, but 
you should stay inside and slow. 
down. The outsidepath throws 
you into the wall. 


| СНАТЕАЏ 


CAR SETUP TIPS 


Suspension: Hard 
Gear Ratios: Long 


TIGHT SQUEEZE 


Tos. 






If you're going to move to the 
front of the pack, you'll have to 
pass people on some sharp 
turns. When they slow down, 
zipinside to advance. 


TWO FOR ONE 


You don't need to take one car 
out at a time when you're pass- 
ing. If you see an opportunity to 
gunit past two or three cars, 
floor it. 








TRACE THE "S" 





This curve near the center of 
the course is deceptively diffi- 
cult to negotiate at high 
speeds. Lay off the gas and 
watch the inside fence. 


ALL WET ON DRY 





Those wet tires that serve:you 
so well onrain-soaked roads 
may be your undoing inside the 
tunnels. Be careful not to take 
the turns too fast. 








There's a dangerous 90-degree 
turn just beyond a gentle slope 
in the middle of the course. 
Anticipating it means finishing 
better than eighth place. 


HIT THE PIT 


Ina perfect world you wouldn't 
waste time in the pit, but some- 
times the weather demands it. 
If conditions change, your car 
had better change, too. 

















EARLY TURN BRIDGE WORK 


kop mine ! 
о! % 





This gritty patch of real estate is MNA 


| Suspension: Hard 


dominated by churning oil wells and 
the infrastructure supporting them. 
The course doesn't have many bad 
turns, but there are plenty of solid 
walls to bump into. 


ЕРКЕ 








If you don't watch out for the You won't get a good look at 
tight turnin the tunnel, you can what's coming up in the tunnel 
end up eating the wall. Try push- | near the finish, so commit its 
ing some of the other cars into turns to memory. Otherwise 
the wall. you'll waste your lead. 





DIRTY MOVE 


CAR SETUP TIPS Dunne 


| Suspension: Би 


"Wy пер d can M s even 
apo 
sophisticated car. 





The tightest turn on the track They haven't gotten around to 
is also one of the best places to paving the far side of the 

pass. Squeeze by on the inside, course, so use the loose dirt 
putting the competitor and your brakes to power-slide 
between you and the wall. through the turn. 


FAST AND FEARLESS FEAR IS GOOD 


Broo. 





Just because your fellow The hairpin turn just before 
racers are slowing down, that the finish will finish you if you 
e ean you should, too. don't tap the brakes going into 


nt it. Going full speed will put you 
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| SKI RESORT | RESORT 


CAR SETUP TIPS 


Suspension: Soft 


There's no need to get a lift ticket. If 
you want to slide down the mountain 
at high speeds, just hop in your car, 
turn on the ignition and race the twist- 
ing alpine track on the Trophy Circuit. 








When Trophy organizers asked to 
stage a race among the ruins of an 
ancient civilization, the locals 
greeted them with open arms. Unfor- 
tunately, much of the course is 
unpaved and rough. 
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Target Lap: 01:07:71 — — 


TEMPLE | | j 








ui 4 THE ICE 


DRIFT DRIFTING 


Gear Ratios: Long 





If you get too far over to one 
side of the track, you'll run into 
piles of snow deposited at the 
side of the road. They will 
quickly slow you down. 


BRAKE EARLY, OFTEN 


As with the dirt track at the 
Rocket Base, the snowy trail of 
the Ski Resort can help you 
through sharp turns—if you skid 
into them correctly. 


COVERED ICE RINK 





You'll find yourself relying on 
your brakes a lot on this course, 
but the 90-degree left turn on 
the far side requires particular 
caution 


The tunnel doesn't give you a 
break from the slippery surface 
on the track, Infact, the snowy 
path turns toa sheet of ice 
after you get in the cave 





STEALTH айан 


“Сый PE 1 


901» 64 


GET IN.FRONT 


2 Bank ap зіме 
578 ons" ET 


CAR SETUP TIPS 


Suspension: Hard 


1 СТ 
"= PUB 


Gear Ratios: Short 
Target Lap: 01:02:01 | 





If you need to due your way 
back toithe front, the winding 
"S" curves in the first half of 
the course should give you 

ample opportunity. 


SLIDE AROUND 


Its important on this course to 
take the lead'as early as possi- 
ble, because making up dis- 
tance сап һе tough as the race 
progresses. 


KEEP ON TRACK 





Try to stay near the middle of 
the track as you approach the 
БІЗДІ: turn on the far side 


When much of the course is a 
mixture of sand and dirt, you 
shouldn't be surprised to find 












The placid English countryside 
erupts with the sound of revving 
engines when the Trophy circuit 
comes to town. The stone walls are 
nice to look at, but not when they're 
coming at you at 130 mph. 





After you've unlocked the Docklands 
course, you can settle in for some 
tough seaside competition. With all 
the sharp türns and walls, you 
should try some proactive bumping. 
You opponents will do the same. 








CAR SETUP TIPS 


Suspension: Hard 
Gear Ratios: Long 





Target Lap: 00:56:46 _ 


CAR SETUP TIPS 


Suspension: Hard 


Gear Ratios: Short 
Target Lap: 01:01:53 





S-SENTIAL MANEUVER 





As on other courses, the S- 
curve is a perfect place to bolt 
ahead of your competitors. 
They'll slow down to turn, but 
you don't have to. 


EASE OFF 





It's simple advice, and it works: 


Slow down. If you try to take 
these looping turns too fast 
you'll crash into the fence or a 
building. 


WATCH THE WALLS 





As you head into the various 


tunnels of the Docklands, try to 


stay on the inside wall as much 
as possible. The outside posi- 
tionis vulnerable. 


AIRBORNE TURN 


Lop time 
002 





You can catch major air before 
one of the sharpest turns on 


SPEED ON BY 





You should have gotten one of 
the faster cars or upgraded 
your engine by now. You'll need 
the extra speed to pass the 
competition. 





LOOP-THE-LOOP 


4 Rank 


Шарыма T бар 
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The criss-crossing loop in the 
middle of the course will make 
or break your performance in 
the race. Go slowly, but not 
too slowly. 


BASHING HEADS 





The wall-lined track gives rac- 
ers ample opportunity for dirty 
tricks. Your opponents will send 
you into the wall if you give 
them the chance. 


TIRE TIP 
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You're back іп the winter weather, 
but this terrain was carved out for CAR SETUP TIPS 
commerce rather than recreation. ; 
The narrow paths that loggers carved 
out for hauling timber are dangerous 
for racing. 


END RUN PASS WHITE ANGLE 















. It may be necessary to flirt Right-angle turns are tough on 


with the edge of the track if any racing surface, but the 

you want to take the lead. Dont snow presents an additional 
stay out there too long, or challenge. Sometimes the best 
you'll slow down too much. planis just to slow down. 





- SNOW SLIDE SKI JUMP 











with the sliding method for g 
ting through slippery turns. 

narrow track here makes it. | 
even more important. hit a bum, 






HIDDEN TRACK @ 


Just because you've won a season and 
unlocked some new tracks, thats no rea f 
son to stop racing."The hottest cars are 
available only after yod've won the second 
season, so if you want to jump behind the 
wheel of a Ford Indigo, you'll have stick 
 Three- -Player Mode gives each with the game. If that isn't enough to 


tions—you can tailor а Mode requires а stripped-down Шау clean view of the entice you, theres a whole new track wait- 
display, -shared track map | "track, and the. ‘lower-right panel ing to be unlocked. e 
V players thenec- allows ever 'yone to consult the 
essary guidance. | 222 eourse map. 


ng play con- TWO- -PLAYER MODE 
trol in Roadsters makes 
multiplayer possible for 
a wide range of people 
with different skill lev- 
els. With a huge inven- 
tory of cars and courses 
to choose from— plus 
variable weather condi- Тһе split screen in Two-Player 
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race to any taste. 








NINTENDO POWER 












* One of the town's five eligible women 
тау prove to be the love of vour life 


* New items and gifts, and 
tools that increase in power as 


ictor Interactive Software Inc. 
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=> А Just so you can tell qu n Bud to BattleTanx is 
even more explosive, unforgiving and brutal than 
the original, 3DO has chosen a teddy bear that's seen the 
wrong end of a cannon as Global Assault’s mascot. But just 
because the unfortunate stuffed toy looks like it desperately 
needs a good fire extinguisher doesn't mean that your 
Beanie Babies and Pooh Corner toys are going to need to 
learn to stop, drop and roll. BattleTanx: Global Assault 
crashes onto the scene packing an arsenal of top secret 
codes, and by entering them in at the Input Code screen, 
you'll be on your way to making the war-torn streets of the 
post-apocalypse a little safer for plush toys everywhere. 














CODE EFFECT 5 
80DYS LEVEL SELECT ON - 
HPPYHPPY INVULNERABILITY ON 
TRDDYBRRKS UNLOCKS MULTIPLAYER 
CUSTOM 1 GANG 
WRDRB JUNLOCKS SECRET LEVEL 
ALL PONS 





“7 Punch in RCKTSRDGLR as 
your code word to enable all 
weapons. For even more firepow- 
er, press A and B at the same time 
to launch a powered-up version of 
your current weapon. 








BRANDON'S GANG 
BattleTanx Global esau S hus- 
band and wife heroes Griffin and 
Madison each command a tank 
gang. To get their son Brandon in 
on the act, use NNKNHCKS as your 
code. The telekinetic tyke's tanks 
will then be available for any non- 
Campaign confrontation. 














NINTENDO POWER 


For more top se 





Koei's ан de eic is all about sub- 
terfuge, and you can uncover some of the game's most 
covert operations by rattling off a few button sequences. The 
bonus features listed below will open when you complete Story 
Mode, but you can unlock them instantly and automatically 
store them to your Controller Pak by tapping in the secret Con- 
troller sequences while viewing the Start Game screen. You 
must finish entering the code before the game demo begins, so 
enter the sequence quickly. If you've entered the code correctly, 
you'll hear a bang (if you're not using a Controller Pak, the bang 
will sound immediately after you've answered "Start game 
without Controller Pak anyway?"). 














CHEAT CONTROLLER SEQUENCE 
@| Alı VERSUS ‚Ж 
| MODE 
CHARACTERS 


|@ TRIAL МОРЕ 














Use the Control Pad to activate the With Trial Mode accessed, you ТЕ 
cheats. The last step in either be able to play any level of 
sequence is to press and hold a C WinBack: Covert Operations in the 
Button while pressing the Start hopes of completing the area of 
Button. If you're successful, уои сап your choice in record time and with 
unlock all 28 multiplayer characters. record points. 


срез, Ж, 'iltrate our Code 














ICON М KEY: caurrous @ ® @ > 













KING'S HAIR 

Talk about floating like a butterfly and stinging like a 
bee. With EA Sports' new Knockout Kings 2000 
codes, your boxers can sport inflated heads and bee-stung 
gloves. To balloon your palookas head, pause a match then tap 
left C, right C, left C, right C, left C and right C. To puff up your 
pugilists gloves, pause the game and hit top C, bottom C, top C, 
bottom C, top C then bottom C. The bell will ding a few times if 
you've entered the codes correctly. If you want to reverse the 
swelling effects, pause the game and reenter the codes. 














Andin this corner: the Big Gloves 

Code. Pause the game апа hit Code. To weigh in with some‏ ك 

the left C Button followed by the mondo mitts, pause the game and 
right C Button. Repeat the tap top C, bottom C, top C, bottom 
sequence two more times. C, top C then bottom C. 


In this corner: the Big Head 








CALLING ALL CARS AND TRACKS 
You'll have to earn a galaxy of stars and first-place wins 
and beat what seems like an eternity of trial times to 
unlock all of Re-Volts cars and tracks. But like any good racing 
game, Acclaim’s remote-control competition conceals a major 
shortcut. On any menu screen (with the exception of the first 
menu that features Start Race, Trial Times, Progress Table, etc.), 
tap B, A, Z, Z, B, L, A then ia) C (right C or bottom C will also 
work) for the speedy way to 
unlock all cars and tracks. 





Once you've enabled the 
code, you can access the 
mirrored (M) and the reversed (В) 
versions of the courses by high- 
lighting a track and pressing Up 
or Down on the Stick or Pad. 








ink at Nintendo's 















ш FL G 


SES E : 


HOT | JUST FOR FUN SENT BY READER 








WACKY 








TA Whats in a name? Some special features if you dub 
(/ your customized driver with the right moniker. 


Select Build then plug in one of the code names listed below 
on the Make License screen. You can use the cheats for any 
race except for the Circuit Race (Hover Cars and Turbo 
Mode also wont work in Time Races), and you can use more 
than one code at the same time. To enable multiple cheats, 
select Edit Racer then rename your driver with any addi- 
tional code words. 





ü w HOVER CARS 
dE To Te like Anakin 
Skywalker in a floating racer, 
name your driver FLYSKYHGH. 
Select a Single or Versus Race, 
then blast off as your Lego Racer 
hovers far, far away. 


NO CHASSIS 

The antithesis of LEGO building 
block codes, the No Chassis 
cheat will deconstruct all cars by 
removing the pieces from the 
vehicles. To hit the open road in 
an ореп-аіг vehicle, name your 
driver NCHSSS. 





NO WHEELS 

LEGO has always emphasized 
imagination and building, so LEGO 
Racers gives you the freedom to 
construct cars that suit your 
every whim. And if your whim 
happens to be driving a car with- 
out wheels, then retire your tires 
by using NWHLS as your driver's 
name. 














TURBO MODE 

It's a ood thing that the Lego 
characters have interlocking parts 
that allow them to snap securely 
onto their car seats, because 
Turbo Mode speeds up the action 
with superfast velocities. To pick 
up the pace of the race, name your 
Lego driver FSTFRWRD. 




















NINTENDO POWER 














(TUM, 

STAI IIN \ AND BACKROOMS 
— sports need unpredictable cheats, 
and WCW Mayhem takes the concept to the mat. 
This month, we've pinned down a few more of the game's 
many secrets, and you can activate them by entering the 
codes at the Pay-Per-View Password screen. 











PASSWORD EFFECT 

CBCKRMS SPECIAL AREA SELECT 
ENABLED 

PRNTMMNTM SHOW MOMENTUM METER 

PRNTSTMN 


SHOW STAMINA METER 



































Once you've enabled WCW Toenter the Secret Area you've 
Mayhems Special Area Select fea- handpicked, leave the ring and 
ture, begin a Main Event bout. head down the runway. When your 
Select Match Rules fromthe Main rival follows, head for the door- 
Event menu then choose the Secret way to “take it outside” and battle 
Area you'd like to wrestle in. in backrooms like the bathroom. 





QUIET-YOU'LL SCARE THE FISH! 
"Madcap" and "zany" arent the first words youd 
choose to describe a ү sim, but they don't 
have to be the last words youd gs 7 

choose either. By entering 
SILLYSOUND as a cheat code, 
you'll replace all of the serene 
sounds of the outdoors with 
the boinks and sproings from 
Saturday morning cartoons. 




















Sure, audio is hard to convey 
through pictures, but believe 
us—this shot of a guy sitting around 
inaboatis pretty wacky with the 
new sound effects. 


. and green blockhead as your pass- 








safe 








А [E МАХ 

| i If you need to relax ан ui head to the Password 

de | screen and enter any of the codes detailed below. By 
® activating the codes for Midways Game Boy Color 

puzzle game, you can play bonus challenges that are com- 

pletely different from— but just as absorbing as— Klax itself. 




















Ш FÜRD HERDER 
Enteri in the green block- 
head, green blockhead, blue square 


word to unlock a Minesweeper 
game. The one problem with Кіах5 
versionis that the › game doesn't 
tell you when you've won, so stop 
herding those Fürds (?) as soon as 
only 36 spaces are left. 


ЖІ Punchin the red circle, 


gray diamond, blue square and 
green blockhead as your pass- 
word to slink into the Snake 
minigame. As you slither across 
the playing field, gobble the 
apples while avoiding crashing 
into the edges of the screen and 
coiling into your own tail. 

















STORY 


KLAX 
To read about the history and 
early beginnings of Klax, use the 
yellow alien, blue pillar, blue pillar 
and green blockhead for a pass- 
word. The text that you'll unlock 
will shed some light on the devel- 
opment and inspiration behind 
the classic Atari game. 
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ial Did you know that during 
World War Il, FDR banned Klax? 
No? Well, neither did Roosevelt. 
But according to Klax's bogus 
background story, it actually hap- 
pened. To read more on the revi- 
sionist history of Klax, select the 
blue square, blue pillar, gray dia- 
mond and green blockhead. 
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KLAX CREDITS 
After messing around with all of 
the above extras, you surely will 
want to know who's responsible 
for them. To see the credits 
where credit is due, roll the name 
roster courtesy of the blue pillar, 
yellow alien, gray diamond and 
gray diamond. 











with us. DX Send your codes to 
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Extra! Extra! We've got the breaking news on a spe- 

cial delivery of codes for Midway's N64 update of 
Paperboy, and we're posting all that's fit to print. Before they 
become yesterday's headline, pedal over to the Options 
Menu, select Secret Codes, then pick New Code to begin 
inputting the following 15 codes on the game's Type-o- 
Matic. Once you've entered a code, you can switch it on and 
off by highlighting it and then pressing the A Button. 

















PASSWORD EFFECT 

ALLJUMP UNLIMITED SPRING POWER 
BACKWARD THROW PAPERS TO THE REAR 
GOFAST UNLIMITED ROCKET POWER 
INVINC UNLIMITED HEALTH 

LITTLE TINY CHARACTER 

RUSH | FASTER CLOCK AND ACTION 
SIDES | THROW PAPERS TO THE SIDE 
WAKING SLOW MOTION MODE 

BIG NEWSPAP] 





The mammoth Sosa deliv- 
ered by the SUNDAY code proba- 
bly aren't the easiest things to 
thumb through, but at least the 
posts with the most reduce your 
need for precision aiming. And 
that's big news. 





FRAME A 
To play the game one frame at a 
time, type in UNTIMED then tap 
the right C Button as you play. If 
you press and hold right C, you'll 
pause the scene. By using the 
Control! Pad while things are on 
hold, you can rotate the camera 
and zoom in on the action. 














Like the BACKWARD and SIDES 
codes, FRONTS determines 
where you toss your newspa- 
pers. You can enable only one of 
the three codes at a time, and 
FRONTS is probably the most 
challenging trajectory since it 
forces you to ride straight toward 
your targets. 











.com or 


, CONTROL PAD "evt BIG CHEAT 





WACKY 





ТОО MODE 

By prescribing the myopic 
MAGOO code, you'll be able to 
see like Mr. Magoo sees as 
objects come into focus only 
when they're close. The near- 
sighted mode displays only 
nearby scenery while upcoming 
terrain will pop up only after 
you've pedaled up close to it. 


on JUST. FOR FUN SENT BY READER 























SCREAM MODE 
Type in SCREAM to lend every- 
thing in the game a voice. And 
what a voice it'll be—anything 
that you hit will scream like 
theres no tomorrow. As if gar- 
den gnomes weren't creepy 
enough..now they'll let out 
deafening shrieks that will put 
the Blair Witch kids to shame! 





IT ED 


PERS 


it looks like someone forgot to 
stop the presses, because now 
you can have an infinite supply 
of newspapers. Once you've 
entered NOBUNDLE, rapidly tap 
the Z Button to spew out a 
constant stream of papers. 









; How's bigfoot doing? 
Who won the ugly contest? 
What mauled the paperboy 
this time around? For the 
answers, уои сап read all 
about them by using the HEAD- 
LINE code that displays all of 
the game's headlines as soon 
as you begin a game. 





ZERO GRAVITY 
For more hang time when you 
perform jumps on your bike, 
typein MOON to reduce the 
gravity. With the code activat- 
ed, a tap of the bottom C 
Button will send your two- 
wheeler floating above the 
rooftops at a slow enough rate 
that you can squeeze in plenty 
of stunts. 


SEND YOUR TIPS 
NINTENDO POWER 


to the snail mail address 























| “PAPERBOY TO BATTLE 
ROCKBOY. SCISSORSBOY 
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People interested in helping out in any capacity, 
please visit US аге тотад5.сот. 
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Welcome to Supercross, one of the few sports where Nothing тпеане something and being in a 
rut isn't necessarily a bad thing. EA Sports, the official sponsor of the Supercross 2000 series, 
has found a way to turn vou into a high-flying motorcycle freak without making you eat dirt. 


Here's a news flash: It hurts when you pulla while experiencing the thrills of Supercross. 
Banzai off the triple-jump, catch your toe от Armed with multiplayer racing, picture in 


s в 
& d i r | | | ul & the front brake, nose-dive into a tire rut ald pictüre highlights and an /Expansion-Palc 
а “ 


slide into a berm. EA Sports has made sure enhanced high-res mode,.the first N64 
MW that you don't need to actually feel that pain ^ Supercross game is bound to impress. 


SERIOUS REPLAY VALUE PROGRESSIVE TRACIGRUTTING STADIUMS GALORE 





Whetherits anepic race or athree-minute freestyle stunt Session, you AS ўошгасе over ahd aver the same You can start on five exhibition 
can sit Dacknice-your bruises and watch your; greatest hits from any angle stretch of dirt, thepatti develops a tracks, but there are also 16 pro 
with.anadvanced replay mode that gives you full reign.aver the’space= Tit just like in real Supercross. tracks straight from the 

time continuum: Зирегсгоза 2000 tour. 


(01999 Electronic АТЕВ AlLRights Reserved. 


NINTENDO, POWER 


«conie ride with mee 


SEASON'S GREETINGS 


FREERIDIN’ 





Pick your rider and sign on for a Season of point 
chasing. You'll head to one of 16 professional 
courses every weekend from January to April, 
culminating in the final race in Las Vegas in May. 





Freestyle Mode lets you express your motorcy- 
cle skills a little more creatively. You'll have a set 
amount of time on one of three stunt tracks to 
pull as many impressive airs as possible. 


Its easy just to pick up this game, max out your throttle and 
start spraying dirt every which way but loose. Óf course, that's 
a far cry from pulling a Cordova as you fly across the finish line 
in first place, so try out all the modes before racing. 
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If you have only alittle spare time, you can do just 
a Quick Race or a Quick Freestyle, which pops you 
onto a random track for some uncomplicated fun. 

There's also a Practice Mode for newbies. 


И у у. о 2. 
esupercross superstarse 
Пи y— aom == вы -. 


Your favorite stars from the circuit are here in rendered glory, 
and since EA Sports did such a fine job of independently mod- 


MIKE LAROCC 


MIKE METZGER DOUG HENRY 



















JIMMY BUTTON JEFF EMIG 





KE GRAIG TIM FERRY | 





PHIL LAWRENCE 





eling the rider and the bike, you can imagine it’s really them 
doing a Super Fender Grab into a sponsor sign. 
MICKAEL PICHON 


JOHN DOWD LARRY WARD 





MIKE BROWN KEVIN WINDHAM 





BRIAN DEEGAN PEDRO GONZALEZ 
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"ova the competition 7 


Huge airs delight the crowd, bur the srath of Supercross is that ing off berms and giving other racers not-so-friendly nudges are 


many races are won in the trenches. Managing the ruts, rocket- 


Houston, TX 


The Astrodome in Houston is rootin’ tootin place Юга race, and its compact design 
makes for cramped quarters; Modify your bike so youshave strong traction, loose 
shocks and good acceleration to aid you in the savage turns and short straights. 





EL: 





> „When уой ат sections marred by lots of 
minisculéshumps.o7 earth, pull back on the han- 
dlebars and fide а wheelie; Without the front 
wheel digging into taebumps, you'll maintain а 
higher speed. 


WHEN YOU'RE GOOD, YOU'RE GOOD 





NINTENDO, POWER 





Depending on where they 
are, ruts can be good or 
bad. Sometimes they'll 
keep you going in the right 
direction but they can also 
make the lips of jumps 
unpredictable. 


If youhave a huge 
lead or are about to 
jump across the fin- 
ish line for victory, 
why not showboat 
alittle bit? Go 
ahead, bust out that 
massive-superman 
air and revel in the 
roar of the crowd. 













but a few of the skills you'll need if you want to win. 


_ BIKE SETUP - 





THE BERM SLINGSHOT 






Gun your engine as you 
climb the berm and yank 
the handlebars as far over 
as you can. If you ride the 
berm correctly, you'll 
slingshot out at high speed. 


IT'S YOUR TURN — 








Supercross is all about switchbacks 
and other tight turns, and you have 
to attack them to win. Get off the 
gas, yank on the handlebars and go 
full throttle as you clear the corner. 


Daytona Beach, ; FL 


You'll get a look at a different style Ш и THE ART OF TOUCHING DOWN 
of track when the tour stops at ЭЖ BIKE SETUP - | 
Florida Stadium in Daytona Beach. E 

Long straightaways make high top 

speed and slick traction а must, 

while the tons of bumps require 

stronger shocks. 


0002 ssod531dns 


TURN AND BURN 


While you're airborne, 
be sure to angle your 
bike correctly so that 
you make a nice land- 
ing. Ideally you'll land 
on the backside of the 
mogul in a wheelie 
position. 


DIRTY TRICKS 


Thisisn't recommended for real riders 
who have to deal withimmutable laws of 
physics, but there's nothing stopping you 
from turning in the air and landing the bike 
sideways to take an imminent turn. 


DON'T COME UP SHORT 


You won't make many friends on the tour by 
spearing other riders in the air or sliding i em 
at top speed as they're turning, but hey, this is a 
> Е A business. If you want to be the champ, you may 

If you don't give it enough MM й have to resort toless than savory tactics. 

gas on the entry ramp, you SE i 

may be looking at a lot of 

pain when you spear your- 

self on the top of another 

jump. Gun it or pay the price. 


STAY IN THE ZONE + 


You can play with invisible 

еер you within the course ра! 
ters, but if you choose to turrî 
off, make sure that you stay i 
or you'll have to backtrack. 








"P 'Vinye 
ESE: 


The freestyle competition is a wholewditferefitystory. Мо other | time limit and gravity. You'll have to rip up a stunt course with 
racers, no Winding courses — JUST you and your bike асаїп< а all your best airs to rope in enough points to win. 


Tampa, FL 
m Теге апел се different stunt сой с toride, but they're simé SUPERMAN VERT. FENDER GRAB 


Пап that allithree are compact with big jumps inithe center 
“and berms around the perimeter for quick turns. 





те idi (іе itk You can perform all tricks by holding You know the drill—hold down that 
use ) bottom Cas you lift off and pressing bottom C Button as you hit the jump 

* Front Fender Grab directionals. To do a Superman, tilt lip. Then, while airborne, tilt the 

* Rear Fender Grab the Control Stick Left and rotate it Control Stick Down then Up as fast 

* Saran Wrap counterclockwise in a half-moon. as you can to grab the front fender. 

* Cliffhanger | 

* Pancake Whip NAC NAC PANCAKE WHIP 


* Can Can 

* Vert. Fender Grab 
* Cordova 

* Fender Grab Super 
* Nothing 





FENDER GRAB SUPER 





One of the staples of big ai eg The Pancake Whip is simple as 

noisseurs, the Nac Мас is а fairly Well press and hold bottom C and 

simple trick to pull off. Press and tilt the Control Stick to the Right— 
To do this trick, press and hold the bottom C Button as you go airborne, hold bottom C and then simply tilt so try linking it with another trick 
ih&n.tilt the Control Stick Up and rotate it 180 degrees counterclockwise. the Control Stick to the Left. while in the air for mad points. 


ы, ee 
spring your friends: 


Racing for points is all well and good, but eventually you may +. = ЕЕ Supercross 2000 is the 
ا‎ С i К | first of its kind to hit the 
Set sick of bragging to the CPU. At this point, it's time to grab a N64 and it looks like it 
friend, and take ‘em’teftaskywith your crazy talent. has the skills to stack up 
: ; b against the likes of 
PICK A MANNERS | FULL THROTTLE = Excitebike 64 and Jeremy 


McGrath Supercross. 


Only time will tell... 


MING RACE 





Pick: ‘youn faiirite riders and igetout There wont be a full host ofwridets 
~ on the tracks! Two riders going big competing with you.and your 

off the’same freestyle ramps make — “buddy, but trust us; there will be 
г forSome. awesome сета 5 50 Barely enough room for the two of 

be Sure tg m 3p Du : you. г, mercy will you 
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Ah, the elusive bass. Catching a 
mess of these critters takes the 
right equipment, a bunch of 
specialized knowledge and plenty 
of free time—or a Bassmasters 
2000 game for the N64. Never 
before has it been so convenient 
to reel 'em in like the pros. You 


and he will eat for one 
Teach a man to fish, and 
Gi 


посавине 


Bass! 


ода 





NE ENTE ER 


you in. Try the 
dive right into 


fishing. Speed 


EXHIBITION 


This quick-start mode gives 
you plenty of options for 
outfitting your boat and your 
rod. You can also choose the 
season, the lake and the 
water condition. 


tJ Exhibition 
Lake Conditions Okeechober 
Boat 


Tackle : 
(5) Options, j 
jane 


MED 
л 


C таси 


diye deeper mm 
лаке Бли | 


lE break away from it. 


| Heavier fine ік hetter 
at booking а Пек | 


Фе: | 
ше; 


@ lone 


Nearly everything is com- 
pletely customizable in 
Exhibition Mode. Choose the 
le you pert. then decide on 
the | 


@ таскје 


[BETIS | 


Quantum Spinkeell 
Medium 
Berkley 1216 


Spinnerbait? Green Willow 


Rod/Reel: 
Action: 


Jig: Silicone 


Попе 


This is your chance to pick the 
best equipment for your fishing 
trip. Upgrade your boat andits 
motor, the еш motor and 
the fi d 


4ib 1302 Smalimouth 


5 Done. | 
Jess Coffey 
Tournaments: 
Victories: 

Best Finish: 
Pts: 
Winnings: 
iue Fish: 


Total Weigh np Büih Haz 
Average eight: Sib Boz. 1 


The Stats screen shows 
your progress through the 
tournaments, your victories 
and your winnings. Your 
biggest fish and average 
catch are also shown. 


-- 4 
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AWARDS | 


Congratulations! 
You һауе, been given: 


5 Points > 
$6000 Winnings 
Кей/кесі: Quantum p 
lime Berkley 171b 
тө; Rapala Crankbait: Charireuse Shallow 
t: Black Shallow 


бж 


Press the А Button fo continue 


New lures, better motors and 
a top-of-the-line boat are 
yours when you win or do 
well in a tournament. The 
improved equipr 





Crankbait stays close to the surface 
of the water after it is cast but dives 
when reeledin. Some crankbaits will 
go deep, but most stay in relatively 
shallow water. They can be tricky 
lures and are most effective at medi- 
um depths and in cold water. 


Fast, noisy and able to cover alot of 
water quickly, Spinnerbait is a good 
choice when testing the waters. 
Small, dark spinnerbaits work best in 
clear, sunny conditions, while the big- 
ger, ae spinnerbaits workwell in 


Quantum SpinCastl | | 


Medium 
Berkley 1216 j 


Р____--_-__._-__- 


The most versatile type of lure, 
plastic is often shaped like the bass's 
actual chow—worms, lizards and 
crawfish. Naturally colored, smaller 
plastics work best in clear water, 
while brighter, larger plastics work in 
stained, muddy or deeper water. 


ishingin heavy vegetation, 
D grass and similar condi- 


of ШЕШЕ 


This fair-weather bait is perfect for’ 
sunny days andclear water. Jigs are 
neither flashy nor fast, and they don't 
make any noise, which make them the 
bait of choice when subtlety is рага- 
mount on those hard-to-fish, brigh 
sunny days. 


Ranger Sport 193 | | 


Mercury 125 | 
MotorGuide Powerplus J 





ing ickory, stick to 
the north shore'and the shallow 
water. The game thoughtfully starts 
you off very close to a particularly 
hot spot—if you slowly pull up j 
bit, plenty of fish should be wai 
for you. МР 


| MIDMORNING 


Docks, poles, clusters of rocks, 
sharp drops in depth and similar 
areas within a lake are referred to as 
structure. Bass tend to gravitate 
toward these areas, as they provide 
cover and often hold plenty of fish 
food, especially in the afternoon. 


( AFTERNOON ) 


ioreline, b 
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| bri ring up 
navigate the lake more ec Set the red mark 
then press the A Button. The map will tell you f 
get there and will ask for confirmation before 


Bass have a very delicate constitution and du end When 
you're moving into an area that has а зећоо! of bass, use the 
trolling motor to get closer to the fish. Don't barrel in using your 
boat's main motor—the noise might scare the fish away. 


ЕМ 


Bassmasters 2000 is a good introduction to the complex 
world of bass fishing, and it's simple enough for even a 
small fry. Most gamers should take 

the bait, even if, as experienced 

video anglers, they have other fish to fry. 

Reel in a copy and see for yourself. a 





your lure, be sure to push Down on the 
hoo Otherwise, the fish just might be 


When reeling ina fish, pay attention to the tension meter—too 
much tension will snap the line. Reduce the drag on your line with 
the В Button anduse the А and 2 Buttons together to increase the 
drag. More drag will tire out a fish faster but might also snap the li 












` Gotia catch em all! 


МЕ coolest NEw way fo 
CoLLEC Pokémon. 


Pokémon Collector MARELE Pouches 








Launch into the newest way to collect Pokémon with the new 
Pokéball Collector Marble Shooter and Collector Marble Pouches. 
Collect and trade over 300 Pokémon Marbles 
with your friends - including 150 must-have Power Marbles. 
So roll into the next wave of the Pokémon craze with 
POKEMON COLLECTOR MARBLES. 
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t. All Pokémon, All the Time! 
The Digital Deck of Cards 


Sure, sure, we're all very excited that Pokémon Stadium is coming out for the N64 in March. But let's not 
neglect Game Boy in all the excitement—after all, that is where the Pokémon phenomenon got its start. 
Hot on the heels of Pokémon Stadium is the Pokémon Trading Card Game, which brings the fun of col- 
lecting and playing the trading cards into the electronic age. Read on for a sneak peek! 


The Pokémon Trading Card Game takes the hugely popular 

trading card game and squeezes it down to a convenient, 
` Game Boy-sized package. Finally, it's possible to play the 
_ Pokémon Trading Card Game outside on a windy day 

without fear of a sudden gust of wind! 

Much like they did in the original Game 

Boy Pokémon games, players of the Poké- 

mon Trading Card Game pick one starter 
deck based on either Bulbasaur, Charman- 
der or Squirtle at the beginning of their 
training. Then the learning begins, and 

each new card duel brings players one 

step closer to inheriting the Legendary 

Pokémon Cards—mythic, one-of-a-kind 

Trading Cards—from the greatest Pokémon Trading Card 
Game Masters. 

The trading and collecting aspects of the Pokémon Trading 
Card Game haven't 
been left out in the 
game's translation to 
video game form. Win- 
ning duels earns play- 
ers booster packs, and 
сап check their 
progress to see how 
many cards they’ve col- 
lected. They can also 
construct new decks 


mo NM 8 from the cards they've 
Players will visit eight Pokémon Trading d i 
Card Game Clubs in the hopes of winning earned. Many charac- 
the ku Medals that each clubs master ters within the game 
guards. 
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TRADING CARD GAME 


want to trade cards with players, and sometimes they will 


offer rare or promotional cards, speaking of special cards, 
some of the cards found in the Pokémon Trading Card Game 
appear only on the Game Boy Pak—and nowhere else! 
Millions of people play the Pokémon Trading 
Card Game, and Leagues are popping up all over 
the place. Some 
Й people collect the 
4 Trading Card Game 
Cards and don't 
play the game at 
all—they just 
like collecting 
and trading the 
cards. After playing the Trading 
Card Game on Game Boy, all of 
those pure collectors are bound 
to become players as they real- 
ize how fun it is to play the 
game. Because the Pokémon 5 
Trading Card Game has every- Ж 
thing the Trading Card game has @ 
and even a few things it doesn't, 
its sure to be popular with | 
Poké-people of all types. 





The Pokémon Trading Card Game, 
due out іп stores this spring, shrinks 
the popular game onto a Game Pak. 










m 
E 


Mysterious lifeform Imakuni? is 
one of the Pokémon Card Players 
you will meet on your journey to 
inherit the Legendary Pokémon Cards. 
Challenge him whenever you see his 
shape dancing in a club. The rewards for 
defeating him are great. 





^ ay 
344 
г 





So, how are things going in Pokémon land? Are you curious to see what 
the new year has in store for Pokémon collectors? бо are we—and you 
can be sure that we'll always fill you in on breaking news! 


Q: Will my Game Boy Pokémon gain 
experience points and raise their levels as 
they battle it out in Pokémon Stadium? 


А: No, they won't. You can raise your Pokémon’s lev- 
els and use TMs and HMs only on your Game Boy 
cartridge. Luckily, Pokémon Stadium comes with an 
excellent feature called GB Tower. If you enter the 
tower while you have your Red, Blue or Yellow car- 
tridge plugged into a Transfer Pak, you can play the 
Game Boy game on your television screen. It's 
almost like turning your N64 into a Super Game 
Boy! This is a great feature, because it lets you 
modify the Pokémon in your lineup without hav- 
ing to quit your current Stadium game. 


Q: I found an invisible PC in Celadon City! 
Does this computer have some special 
power? 


A: Uh...it can store Pokémon and items! That's 
pretty special! No, seriously, it works just like an 
ordinary PC. For those of you who haven't seen 
this strange phenomenon, find the building that 
looks almost exactly like a Pokécenter in the 
southwest corner of Celadon City. If you talk to 
the clerk you'll discover that it's a hotel for people, 
not Pokémon. Still, walk over to the right to where 
the PC would ordinarily be located and press A. 
You'll discover a fully functional PC. 


Q: Will I be able to transfer MissingNo onto 
Pokémon Stadium using the Transfer Pak? 


A: No, no, no! We beg of you, stop trying to catch 
MissingNo! This potentially dangerous glitch 
will definitely not transfer onto Pokémon 
Stadium, and that’s not the only reason to avoid 
it. If the data are even slightly corrupted, the 
Transfer Pak will refuse to read ANY of the data 
on your cartridge. What about Game Shark or 
Game Genie, you ask? Well, any Pokémon that 
have been enhanced beyond their normal limits 
by the Game Shark won't make the grade either. 
So, any of you walking around with a level-138 
Snorlax thinking you'll be able to whip the CPU 
with ease had better think again. Our best advice 
is to raise your Pokémon as high as you can 
using conventional methods. Remember that 
ancient adage: Pokémon cheaters never prosper. 


Q: In Pokémon: The First Movie, Meowth's 
clone can’t speak English like the original 
Meowth from the cartoon can. Why is that? 


A: Because it’s...evil? No, just kidding. We're not 
completely sure on this one, but our opinion is 
that the clones are not exact duplicates. 
Mewtwo was able to clone the physical attrib- 
utes of the Pokémon, but it could never success- 
fully clone their inner spirits. 


Misty 


Austin Miller 
Seattle, WA 


#25 Pikachu 


Daniel Brunner 
Norfolk, VA 


#94 Gengar 


Diana Riggs 
Springfield, OH 


Do-it-Yourself Pokémon 


We're sure you saw a lot of Pokémon products out there 
during the holiday season, and now's your chance to make 
some of your own. The folks at The Learning Company 
have produced a CD-ROM Project Studio to help you turn 
your home computer into a Pokémon manufacturing 
plant. With this software, you can make Pokémon signs, 
banners, key chains, cards, stickers, necklaces, stationary 
and tons of other cool things. True to the Pokémon tradi- 
tion, the Project Studio comes in two colors, Red and Blue, 
and you won't be able to use all of the 151 Pokémon on 
your projects unless you use both versions. Boot them up, 
point, click and —voilà! You'll be a Pokémon producer! 


Ash & Friends 


Jay Vasquez 
Tobyhanna, PA 
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Howdy, folks! How are things out there in Pokémon World this month? | assume all of Е 
your Poké Balls survived the Y2K bug all right—l told you there was no reason to 
panic. Anyway, let'e take some questions, ehall we? | 


Is it possible to slow the ZERO-ONE down? 


There is one trick you can try, but it’s not easy and it may be 
more trouble than it’s worth. Whenever you press the left or 
right C Button, the vehicle slows down ever so slightly. So, if you 
keep swiveling the view from left, to center, to right, to center, to 
left, etc., then you'll be able to maintain a fairly slow rate of 
speed. You'll have to experiment a little bit until you get it right, 
and even then, the swooping view is bound to give even the 
most hardy ZERO-ONE commuter a healthy dose of Pokémon 
motion sickness. 





Try it at the outset of the beach. If you do it right, you'll see the 

Spin around and look behind you, then  Pidgeys regroup, charge the ZERO- 
start swinging the camera back and — ONE and let out a wild screech. Try it 
forth as fast as you can. other places, too! 


Where is the Scyther hiding in Snap? 

Right under your nose! There's actually a pair of Scyther making 
their homes on the Beach area of Pokémon Island, but they 
won't show their faces unless you manage to disturb them. Try 
to picture it: There you are, a comfortable Scyther rooting 
around in the tall grass, no worries at all and then BAM! Out of 
the blue а Pester Ball plummets onto your head and fills the 
grassy knoll with a cloud of noxious fumes! Of course you're 
going to fly out to get a little fresh air! As you pass the grass 
patch right before the two stumps, start whipping Pester Balls 
in there as fast as you can. Aim for the grass clippings being 
thrown in the air—you should startle a Scyther. 





Where can | find a Farfetch'd in Pokémon Yellow? 


Depending on how you look at it, finding a Farfetch'd in the Yel- 
low version is either much easier or much harder than in Red or 
Blue games. In Red or Blue, all you have to do is catch a wild 
Spearow and take it to a guy in Vermilion City who'll trade you 
for a mint-condition Farfetch'd named Dux. In the Yellow game, 
however, you can’t make that trade. Instead, head for the path 
between Lavender Town and Fuchsia City—if you're lucky, you'll 
run into wild Farfetch'd in the tall grass of Routes 12 and 13. 






Wild FARFETCH'D 


is mu oid 
FARFPEITCH'De 


It's easy as pie in Red or Blue. Inthe If at first you don't find one, just keep 
house to the left of the PokémonFan looking. The Farfetch'd are quite rare, 
Club HQ, you can make ап easy swap. so don't get discouraged. 


| can see the Card Key on the fifth floor of Silph 
бо., but these guys won't get out of the way! 


Once you've managed to infiltrate the huge building dominat- 
ing the center of Saffron City, you have to contend with a veri- 
table army of maladjusted Team Rocket trainers whose only 
wish is to see your Pokémon faint. You can fight them all for 
experience or you can just climb to the fifth floor and start look- 
ing for the Card Key that'll open every door in the building, 
including that of Giovanni's office. The Card Key is at the bot- 
tom of the floor in a narrow hallway. Walk to the lower left cor- 
ner and step on the warp, then immediately step on it again. 
Walk down, beat the trainer and follow the path to the Card Key. 





Look at that grass fly! Nail the There's a second Scyther in the patch 
Scyther here to see a псе розе, plusa of grass across from the Kangaskhan. 
pair of inquisitive Pikachu! Catchit roaring for extra points. 


KED NINTENDO ғ 
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With the key, you can bust down any 
blocked door in the place. There are 
items everywhere, so search well. 


Once you warp out of the room and 
then back in, you can simply step off 
the warp tile and grab the Card Key. 




















Although we've seen tons of “unbeatables” in the 
last months, we want to remind you of one simple 
fact: The proper team can beat anybody. 


Last month we saw a great example of diversifying the attacks of the individual 
Pokémon within a team to keep the opponent off guard. While this is a good strategy, it 
does neglect the natural strengths of many Pokémon. Stephen Davis of Ontario, Canada, 
has done the opposite. His team is a classic, no-nonsense group. He has all different 
types of Pokémon, each of which is fine-tuned to exploit their natural advantages. 


Victreebel 


Stephen leads with 

his Victreebel and 

instantly starts 

sprinkling peep din 

Powder around. Goo : 

idea, although bear in © Cut 


mind that several tourna- 4 Sleep Fowder 


ments in Pokémon 

Stadium will have rules “Razor Leaf 
prohibiting putting too _ 

many Pokémon to sleep. © Solar Beam 
It also has a good general 

attack in Cut and two vicious grass attacks in 
Solar Beam and Razor Leaf, both of which will 


maul Water-, Ground- andRock-types. | 


What about the hot 
stuff, you ask? 
Stephens resident 
firestarter is loaded 
down with some of 

the hottest attacks you 
can find. Fire Punch, 
Flamethrower and Fire 
Blast will all make short 4 Flamethrower 
work of Grass-, [се- and г 
Bug-typePokémon.In © Fire Blast 
case he gets ambushed by 

a Water- or Dragon-type, Stephen also hooks up 
his Magmar with Strength to give it a prayer of 
dealing some damage. 


9 Fire Punch 


Stephen was sure to 

note that his Zapdos 

has the same 

DU as the ШӘ 
eatured in our first ~ 

Colosseum, but 5 e T Fly 

assures us that he had his @ Dpi 

first. (Oh, really?) папу — Drill Feck 

case, we applaud the ® Thunderbolt 

choices. Zapdos is so 

fast, andits electric © Thunder 

attacks are brutal on 

Water-types and other Flying-types. If you add 

Fly and Drill Peck for dealing with Bug-, Grass- 

and Fighting-types, you'll have yourself a winner. 


You can always use a 

Water-and-lce-type, 

and Lapras fits the bill ,27 

nicely. Its four =. 

attacks аге perfectly (ж 

matched to its types and 

combine to make it super- 4& [се Beam 

effective against ma 

types of Pokémon. Surf © Hydro Р 

and Hydro Pump wash E yd SEE 

away Fire-,Ground-and ® Blizzard 

Rock-types, while Ice 

Beam and Blizzard provide a chilly reception for 

Grass-, Ground- and Flying-types. Since it's so 

physically strong, it's tough to match up evenly. 
02) 


Of course, Golemis 

not going to get the 
jump on any Pokémon 
because of its poor 
speed, but since it's 
absurdly strong, the pay- 
off is worth it when it 
connects. Dig and 
Earthquake are lethal 
weapons in the hands of 


@ Mega Punch 


© Earthquake 
this Rock-and-Ground- “Rock Slide 
type, while Rock Slide is 


an effective deterrent against Flying-types. 
Mega Punch also serves pretty well—getting hit 
with arock fist can’t feel very good. 


OVO) 


Of course, a team 
without a strong 
Psychic-type 
АЕ IS vulnera- 

le, merely because a 
attacks like Psybeam and ~ Peybeam 
Psychic are effective ® Swift 
against so many types of 
Pokémon. Substitute isa @ Substitute 
natural attack for Mr. 
Mime, and you can't really © Psychic 
argue with any move that 
creates clones of your Pokémon to fight for you. 
If Mr. Mime meets another Psychic-type, Stephen 
lets fly with Swift and hopes for the best. 


#26 Каїсһи 


Jesse Kleinschmidt 
Falmerton, РА 


#56 Growlithe 


Kelly Kloft 
Hartland, WI 


Sean P. Corwin 
Portland, OR 


#50 Diglett 
Nikia Williams 
San Bernadino, CA 


Submitted art becomes property of Nintendo Fower: 


Send questions, comments and art to: 
Nintendo Power 
РО. Box 97082 
Redmond, WA 98073 
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Extra! Extra! Read all about it! As always, we at the Pokécenter like to keep our 7 
readers filled in on all the breaking news in the world of Pokémon, and this month, 
our scope is extending beyond the shores of the United States. This winter was 
a wild time in Japan, as two long-awaited games made their debuts. 


Pokemon Strikes Gold land Silver] i in Japan 


In late November of 1999, the wait finally ended for millions of Gold and Silver 










Japanese Pokémon Masters. The much-anticipated Gold and Sil- TION 

: ] ver editions were released to scores of friendly 
the delight of everyone who Шы 
was anxiously awaiting this uS ы 


Ine A 


game, and now those of us 
fozjd9At Ф599. 


who are stuck on the other side Ё 
of the Pacific must wait our 
turn. But we can't wait! There have been very few 
official details released about the games, but the few 
we've seen have been tantalizing. There are tons of 
Pokémon, both old and new, and the exact number 
E NE RUNE to be found seems to vary from report to report. Suf- 
of like the bird that flew away in the fice to say it's a lot, and while many will be entirely 
first episode of the cartoon... new, others will be new evolutions of classic Poké- 
mon. The time of day seems to be a factor—maybe 
certain types of Pokémon will appear in a particular place only at night! Rumors of 
radios, telephone contacts and Pokémon breeding abound, but we just don't know for 
sure how much is truth and how much fiction. There have also been whispers of a fall 
2000 release in the U.S., but we can't be sure. We promise to 
monitor the progression of Gold and Silver closely as they 


head east, so keep checking back! 

























Professor Oak is there, of 
course, and it seems that 
the hero's mother plays 

an important role as well. 





And look at this gadget! 
The main character 
straps it onto his wrist 
and frequently checks it 
as if it were a watch. 
Does it keep time? 
Communicate with 
other trainers? 

We'll see... 






54ЛФаа 


pe 





Our new hero must choose one of the 
three new Pokémon above at the 
beginning of his quest. None of them 
have English names yet, but we're 
betting that one of them is a Fire-type, 
one a Grass-type and the third a 
Water-type. What would Charmander, 
Bulbasaur and Squirtle think? Chances 
are, you might find out if they meet up 
in battle during the game. 














émon news, be sure to check out www.pokemon.com! 
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You can find the Bron of Thirst inside 
Disciples’ Tower, but you'll also have to 
get the Incantation for the Stone of Thirst 
to use it. In the Cathedral Courtyard, 
remove the boards that block a pathway, 
then continue to a grave. Use Dragon 
Tears on the grave and equip the Ring of 
the Dead to raise him from his final 
resting place. (A ghost there will reward 
you with the Incantation for your trou- 
ble.) Head back to Disciples’ Tower, then 
follow the red carpet inside to a door with 
an arrow on it. Go through the door then 
down the stairs. One of the doors in the 
hallway opens to a room with a bed, 


were you will be en to s your 
incantation to good use. Talk to Dorn, 
who has a valuable item. The Stone and 


u nust know the 


The ghost that you conjure from the grave will 
provide you with the critical Incantation that 
you'll need to use to power the Stone of Thirst. 





You 11 re to wire me ey "= Elf 
Statues to access the area where you'll 
find the Pixie Flute. The Fairy Statue is on 
a shelf near the entrance to Disciples’ 
Tower. The Elf Statue is on a bar a little 


ides inside the building. When you 
take the statues up the stairway in the 
Tower, Lakmir will stop you and talk to 
you. When he’s finished, continue up the 
stairs, where you will find Liquid Sunset 





Incantation. It will allow you to drain the 
water from the reservoir, so you can 
access the Control Room. 





Use the Ring of the Dead to talk to Dorn, NE 
will give you the Stone of Thirst, which you'll use 
with the Incantation to drain water. 


and an Ancient Coin. You also will find a 
statue puzzle on a shelf—a perfect place 
to put your Fairy and Elf Statues. If you 
place them correctly, a staircase leading to 
the Pixie Flute will open. 





The Fairy Statue sits on a shelf in the left-hand 
corner of a room. The roomis near the woodpile 
where you find the rope. 


MIZ] NINTENDO POWER 


The Elf Statue can be found on top of a bar in а 
room upstairs from the area where you found the 
Fairy Statue. 


The secret staircase will take you to a shelf hold- 
ing the Pixie Flute. The Flute later allows you to 
exit a window. 





You'll find Floyd in less than satisfactory 
condition in the Bridge area on the planet 
Tawfret. He'll give you a sob story about 
why he was disassembled. You can help 
him out by collecting three of his 
component parts. One is in the immediate 
area, and the other two are underground. 
If you take all the pieces back to where you 
first found Floyd, he will reassemble them 
into a full-fledged flying robot. Another 
player can operate Floyd to help you 
through trouble spots. 


Jet Force Gemini 


WHERE DO ! FIND FLOYD ©) таа 





Floyd doesn't look so hot when you first run into 
him on Tawfret. His former employer has taken 
him apart. 


WHERE’S THE TRI-ROCKET LAUNCHER 6) 


Picking up the powerful Tri-Rocket 
Launcher should be one of Vela's first 
tasks on Cerulean. Drones will confront 
her in the first passageway she reaches. 
After defeating them, go through the door 
on the right then eliminate one last drone. 
Go back to the room with the drones to 
find the other door unlocked. Inside, 
Fishface will sell you the launcher for 
three gold bars that you picked on the 
surface of the planet. You'll need the 
weapon underground. 






You'll have to fight your way across the 
spaceship to rescue Vela, who is cooling 
her heels in a prisonlike hold. There are 
plenty of Tribals to rescue along the way, 
so be careful to keep them out of the 


———ÀÀ 


The Cell Door Panels tend to blend in with the 
rest of the ship's machinery if you don't keep your 
eyes peeled. 


HOW DO ! FREE VELA ON THE SS ANUBIS ©; 





Be sure to defeat all the enemies in front of 
the doors and the lone enemy behind the 
right-hand door. 


crossfire. Avoid hitting oil cans, or 
bystanders may get caught in the blast. 
Keep your eyes open as you move through 
the different holds. On the walls you'll 
find Cell Door Panels that you must 


You'll need to hop onto the floating platform 
to get across a dangerous chasm inside the 
ship’s hold. 





After finding his parts in nearby areas, put him 
back together so he can help you complete your 
mission. 


TRI-ROCHETS 





Fishface has the weapon you want, but he drives 
a hard bargain. Find the three gold bars on the 
planet's surface. 


destroy before you can free Vela. After 
you've hit all the panels, go to the door in 
the hold with the conveyor belt. Vela and 
several tribals are waiting on the other 
side for you to free them. 





Velais waiting for you to release her from. 
Mizar's clutches. While you're at it emancipate 
the seven lribals. 
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Magical Nitro is a powerful tool, but it's 
also volatile enough to blow up in your 
hands if you aren't careful. You can't jump 
or take a hit because the shock will set it 
off. You'll need to take an alternate route 
in Castle Center to get from the room 
with the Nitro to the cracked wall in the 
Bull's room. Find the back way to the 
Nitro through the room with the broken 
stairs, across the red carpet and across the 
narrow platforms. Then go back to the 
cracked wall to detonate the magic liquid. 


H 


Backtrack from the room with the Nitro through 
the moving gears. Time your movements carefully 
to avoid an explosion. 


as 

° Magical Nitro is ready. 
You need Mandragora 
for the detonator. 








After moving through the gears, go up a ramp 
then down some stairs to get to the Bull's Room. 
Use the Nitro on the wall. 





You'll need to do some leaping until you 
get to a ledge in the corner of the Clock 
Tower. From there, you'll be able to jump 
across some slowly-moving gears to a 
rotating beam. Move cautiously across the 
beam to an elevator platform, then jump 
from platform to platform until you reach 
a torch. Smash the torch to get the first 
key. You'll need to continue through the 
moving gears to a second platform, then 
go on to the key's matching door. The sec- 
ond key is just beyond the door. 





One vampire is a pain in the neck. Two of 
them can be downright annoying. As you 
move through the Villa area, you'll proba- 
bly think you have only one to deal 
with—a male vampire who's been stalk- 


Wormaf view 
The Vampire who's been following you will attack 


in the Garden Maze. Watch out for his shadow 
when he pounces. 
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After negotiating the many gears and moving sur- 
faces in the Clock Tower, you'll have to destroy а 
torch for the first key. 


HOW DU | DEFEAT THE MALE AND FEMALE VAMPIRES ©) 


ing you like a bloodhound. Deal with him 
you will using whatever weapons you 
have available. Once hes beaten you'll 
have to contend with his female partner. 
She'll release waves of vicious bats at you. 


Hormal view ня 
ci а Sie a 
Keep attacking the male Vampire with the 
weapon of your choosing. If he gets to you, you'll 
get more than a bloody nose. 





с STATUS GOOD үч 
GOLD 00400 L 





Open the locked door with the first key, then 
defeat the enemy for the second key. А third key 
and Dracula await you. 


Destroy the bats with any available 
weapons, then turn them on the lady 
vamp. Be sure to have plenty of chicken 
and/or beef on hand to maintain 
your strength. 





яше 


The female vampire is unclear on the concept of 
basebal—she keeps pitching bats at you. Destroy 
them, then her. 






Catwoman is sporting powerful black 
armor on this level, which proves to be an 
effective tool against the biomechanical 
Cyber Cat. Unfortunately, it doesn't seem 
to give you the boost you need to reach the 
exit. In fact, you can reach that tall exit 
door by mastering one of the tougher 
maneuvers in the game: The Wall Jump. 
Its a tricky combination of tapping the 
Control Pad toward the wall and holding 
down the A Button. With a little practice 
you'll make Catwoman leap like a lynx. 


There are plenty of red armored guards to 
fight once you get to the Control Center 
of Каз Hideout. The reward for all your 
trouble is a difficult battle with the big 
boss's sidekick/henchman at the end of 
the level. Ubu is a giant man in brown 
clothing, and he’s just as strong as he 
appears to be. His speed belies his girth, 
however. He jumps around quite a bit, 
making it difficult for you to score any 
hits to his body. Meanwhile, he continu- 


ously employs various kicks and punches · 


that can quickly eliminate all nine of Cat- 
womans lives. The best thing to do is use 


Q&A FAST 


Catwoman 


HOW DUO I EXIT CYBER CAT’S HIDEOUT ©) 
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After fighting through Cyber Cat's lair, it seems By mastering the difficult Wall Jump move, you 


like Catwoman is powerless to reach the 
exit door. 


canreach the exit—and Catwoman can move on 
through her adventure. 





your feline agility to stay clear of his opportunity. Keep running and jumping, 
attacks, then strike when you have the or he'll manage to de-claw you. 





Ubu is quick, but Catwoman is faster and more A frontal assault on Ra's henchman can be 


agile. Use backflips to evade his powerful 
punches and kicks. 


FACTS 


Stuck? Pick up the phone and give our counselors a call. 
Or write to: Counselors’ Corner Р.0. Вох 97033, Redmond, WA 98073-9733 


WINBALK 


0: How до 1 quit а game in progress? 
A: You can't. You have to let your character he 
defeated, then save at the last checkpoint. 


Q: Is there a way to hold more than four reloads 
of ammo? 


A: No. The maximum number of reloads is four. 


Q: Can run and fire at the same time? 


A: No. You have to stop and aim your weapon. 


BATILETANX 2 


0: Why can't I pick up any enemies on my Radar? 

A: You probably haven't picked up your Radar 
power-up yet. 

0: How до | take the Goliath tank off its rails? 


A: When you are defending a base, press the top 
С Button then the bottom С Button to go 
mobile. 


Q: Why can't | destroy certain bunkers? 


A: Some bunkers are fortified, but they all spit 
out enemies. 


difficult because he's constantly attacking. Try to 
get behind him. 


In the USA Call: In Canada Cal: 
1-900-288-0707 1-900-451-4400 


($1.50 per minute. Callers under 18 ($2.00 per minute. Callers under 18 
need parental permission to call.) need parental permission to call.) 


RAINBOW SIX 


0: How do | avoid the Flash Bangs? 


A: Flash Bangs temporarily blind you, but you 
can avoid the effect by pressing Left on the 
Control Pad. 


0:15 there a way to prevent friendly fire? 


A: Nope. Bullets can hurt your team members, as 
they would in the real world. 
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Hnother Reclaim | т 
creation, Hrmorines, is _ 
following Turok's rather 
large and successful 
footsteps onto the Ме: 


ІТТІ! 


Where have we seen this before? An 
overpopulating race of alien insects 
from another galaxy has landed on 
earth-the perfect place to colonize. 
The invading oversized bugs are 
ruthless, instantly destroying all 
humans, putting the fate of the 
world in jeopardy. Thankfully, the 
military has secret, untested battle 
suits that may be able to withstand 
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NAME: TONY LEUIS 
RANK: PRIVATE 
AGE: 34 

HEIGHT: EET 


NAME : KYRA LANE 
RANK: PRIVATE 

| AGE: а? 

| HEIGHT: Бат 


Lewis is brash and 
unpredictable; Lane is 
calculating and respon- 
sible. But personality 
differences won't mat- 
ter much when they 
find themselves bat- 
tling with the huge 


aliens. 


WEAPONS OF CHOICE: 
DEFENSIVE: ARMOR SHIELD 
PROJECTILE: SHOTGUN STYLE 
EXPLOSIVE: ROCKET LAUNCHER 


| WEAPONS OF 
DEFENSIVE: 
| PROJECTILE: 
EXPLOSIVE: 


CHOICE: 

TAZER 
SUB-MACHINE GUN 
GRENADE LAUNCHER} 





include the familiar Deathmatch and Capture the Flag. For a 
change of pace, you can become one of the bugs and arm 
yourself for battle in Race Wars. Or, see who's King of the Hill. 


Armorines takes a leap above Turok by offering popular 
multiplayer modes. Two players can even cooperate in a 
mission, teaming up to battle the insects. Other modes 


DERTHMATCH 


MULTIPLAYER 


GAME TYPE = EENEN ATER 


TIME „ттт n пінштес 
Al LIMIT dd но 


LEVEL = RANDOM Н 


GOING IN CIRCLES 


PLAY 
GO SACK 


Up to four players can compete 
against each other te determine 
the best Armorine. You will have 
te worry about not only your 
opponents, but hungry computer- 
controlled bugs as well. 


CRPTURE THE 


Make your opponents dizzy by 
running circles around them. 
Pressing the right or left C 
Button while moving with the 
Control Stick will do the trick, 
making you a hard target to hit. 


Bugs with guns? Now that's a 
scary thought. Find out which 
species is dominant in Race 
Wars. Players can choose to be 
large bugs, small bugs or those 
.tiny two-legged creatures. 


Keep in mind that while larger 
bugs start with more power and 
are difficult to take down, they 
are also slower than the smaller 
opponents. And speed is always 
a valuable characteristic. 


WORK IN SHIFTS LOST IN THE CROWD 


iS N 


Ln * ы. 


It's just like the game you used 
to play at summer camp, except 


| this time you're armed with a 


deadly weapon. The first team 
to steal and transport the oppo- 
nent's flag wins the match. 


Standing mindlessly in front of 
the valuable flag is an important 
job, but it's also a boring one. 
Take turns guarding the flag so 
that everyone has a chance to 
venture into the field. 


If you like battling face to face 
or struggle with distance 
attacks, this contest is for you. 
All players are fighting to reach 
the same location, resulting in 
deadly close-range fire. 


When fighting to become King of 
the Hill, you'll find yourself ina 
crowded arena. Heavy explo- 
sives won't do much good-they'll 
do as much harm to you as they 
will to your opponents. 





d 


/ СЕРЕ) СТЕР) ЕСЕСІ ШЕТ) quam m 
organized species, 
the bug families 
have a distinct hier- 
archy, with the 


strongest and most Soldiers are the first line of Guards can attack froma It's no surprise that the The queen will not move from 
powerful protected defense. They are most distance with projectile brains are the most intelli- her hatchery unless absolute- 

h effective when they attack weapons. They are intelligent gent bugs. They organize ly necessary. If someone gets 
by ws tame iain in groups. Soldiers rush in and are typically used to pro- the guards and soldiers and past her servants, she will 
for close-range attacks. tect the brains and queens. are also powerful fighters. ferociously attack. 
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BETTER THAN BUG SWATTERS 


A rolled up newspaper won't lay to waste these humongous 
insects. It's a good thing Armorines are equipped with the lat- 
est technology. You must collect new weapons and ammo. 


This basic weapon emits single’ 
shoots, although you can perform 
rapid fire by holding the Z Button. 
Private Lane is armed with this 
at the start of the game. 








Private Lewis automatically 
starts the game with this simple 
weapon. The Plasma Gun isn't 
very powerful and isn't equipped 
with a secondary fire option. 


GRENADE LAUNCHER 





2 Pam 
Mines аге fun to play with but 
difficult to use effectively. Try 
getting close to a bug, sticking 
a mine оп it and running quickly 
for cover! 


SONIC CUTTER 








This handy tool catapults 
grenades with a lofting arc, 
sending the explosives bouncing 
toward the enemy—good for hit- 
ting they're hard-to-reach places. 


CHEMICAL GUN 





This is another unique instru- 
ment, which fires a spiraling 
spray that can cut through any- 
thing. The Sonic Cutter will help 
you defeat the tough queen bugs. 


Green gobs of goo are ejected 
from this unique weapon and can 
burn through big bugs or bother- 
some walls. Once again, it’s not a 
good weapon for rapid fire. 


NINTENDO POWER 
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When you need to destroy a 
swarm of bugs instantly, arm 
yourself with a weapon that has a 
secondary, more powerful attack. 
When you hold and release the Z 
Button, your weapon will produce 
а devastating blast. 


SECONDARY FIRE А 
* 0” 















The Rocket Launcher shoots 
straight and doesn't offer second- 
ary fire, but each blast can take 
out an army of bugs. Use your 
rockets wisely and sparingly. 


LASER RIFLE 


Kyra Lane's Tazer may look 
fancy, but it's not a very effec- 
tive weapon. The Tazer can be 
used in close combat, ог to fire 
weak energy bursts. 





> 


By strategically waving a thumper, 
you can attract insects away from 
their hiding places and lead them 
out. Once they're in the open, 
attack fast! 


BROOD LAUNCHER 


The Laser Rifle projects a long, 
powerful stream that can be 
used to knock out enemies or 
obstacles. But this gun is not 
good for a rapid-fire attack. 


STAFF OF PHAROAH 








ча 





ae 


This long wand with three prongs 
can pack a powerful punch, 
especially with the massive 
secondary fire feature. It also 
fires weaker rapid shots. 


The Brood Launcher is a strange 
tentacle-like contraption that 
can collect the hatching eggs 
and then launch them at the 
enemies. 



























UNIDENTIFIABLE SPECIES DETECTED IN SIBERIA 


In the snowy fields of Siberia, an unknown race of enormous insects has taken 
over the missile silos in an attempt to steal human technology. The Armorines 
have been flown in to destroy the invaders and save the scientists. But most 
importantly, the military must get 
to the missiles before the bugs do. 
Protect any humans you find, 
because they will help you com- 
plete the mission. And get ready 
for an intense bug-bashing mono- 


rail ride through dark mines. 


NUSSIGN: AND 2 OBJECTIVES 


Collect the goggles as soon as you arrive. 

Climb the watch tower and deactivate the energy fence- 

Find and escort Dr. Delaney back to the power station. 

Ride the monorail and blast the bugs. 

Restore power to the monorail. 

Deactivate the second energy fence and enter the silo. 


| 
| 
| 
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After running off the chopper, 
look behind the first room and 
blast the crate. You'll desperately 
need the goggles to find your way 
around in the dark. 








FIND THE LASER RIFLE 


" " mem " 


DEACTIVATE THE ENERGY FIELD 


After blasting a few bugs, head to the right and go up the ramp. Around After roaming around the area, you'll discover that an energy field із 
the corner you'll find a room. Flip the switch in the room to open the blocking the only open path. Climb to the top of the watch tower to 
warehouse door, but watch out for attackers. Then make your way to deactivate the energy fence. Bugs will appear from under the ground. 
the warehouse and collect the laser rifle and some ammunition. Quickly head toward the monorail tracks and follow the path. 











Rem дшш. 


TAKE A RIDE 





UN 


You'll reach a tiny path on the left side before the tunnel entrance. Once the power is restored, find the monorail. You can climb into the 
Walk up the path and into the room to find Dr. Delaney. You must safe- car through the opening on the right side. The ride will automatically 
ly transport Delaney back to the power station so that he can acti- start, putting you in control of the rotating gun. Keep firing and blast 
vate the monorail. If the doctor dies, your mission is over. the swarm of bugs before they can hop into the monorail. 








SIR OR ADIOS LOB RR UE: A 


NOT SO FAST 





THÉ CLECTRE PENCE ЖЕ 
HOE DEACTIVATED 





As the wild ride continues, you'll be blasting insects left and right. After finding the switch to deactivate the electric fence, you'll be 
Occasionally, the monorail will come to an abrupt stop and you'll able to enter the missile silo. But before you can finish the mission, 
need to jump off and find a switch. On the first stop, you must restore ап enormous insect will blast you with lasers. Run for cover to the 
the monorails power. Find а ladder that’s hidden in the dark. right side of the dirt mound, then try for a direct shot to the head. 
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SIBERIA'S MISSIONS = АМО ч 


Free scientists so they can open Free Dr. Easterbrook and talk with him. 
blast doors. Get back to the surface. 

Launch the three missiles that bugs have Destroy the gigantic bug blocking the path. 
not obtained. Collect two cheat-code flags. 

Gain access to the main control room. Get back to the landing pad and move on. 










. LAUNCH THE MISSILES 


= а ~ 


іа SECONDS UNTIL MISSILES 
SLE РЕЉА 





осор (әск TROOPER pics 
ET 





As you make your way through the maze of the missile silos, you'll find Тһе hugs are hoping to use the missiles against the humans. Three 


several scientists trapped by bugs. Some are being guarded in rooms missiles have already been launched, but you can still save the 

while others are locked in bathroom stalls! Save as many as you can- remaining three. Press the button on the far wall of the launch area to 

especially Dr. Easterbrook, who will help you finish the mission. shoot the missiles into the sky and make them eventually self- 
destruct. 


COLLECT MINES. BLOW DOWN GATE 


т. 







You should ће able to destroy one missile, but the other two аге inac- Dr. Easterbrook has locked himself in the main control room to keep 
cessible. Find a pile of mines behind a desk in the room with the large away from the deadly insects. To set him free, you must first use a 
gate. After gathering the mines, use one to knock down the gate. mine to blow open the octagonal door. Then you can access a switch 
Then you'll be able to find and destroy the remaining two missiles. that unlocks the main control room and releases the doctor. 









The only way to get past the Once you reach the main control room, it will seem like there is no 
уч piles of snow is to plant a mine way out. Look for a doorway under the stairs and flip on your goggles. 
= and create an avalanche. Опсе it You'll have to jump over some boxes and push a button to open a door 
is clear, move ahead. that will lead you out of the building and back into the snow. 





ONE BIG BUT GRAB THE CHEAT FLAGS 


Save your missiles for the enor- After all this hard work, it's about time for a reward. In the room 





mous insect blocking the mono- where you found Dr. Delaney, collect the Sonic Cutter cheat flag. 
rail path. Avoid his deadly rays There's another cheat flag in the one-story bunker next to the two 
while constantly shooting. large cannons. You'll need the flags later in the game. 
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LOST IN THE .JUNGLE 


As it turns out, the insects have taken over an old temple near the jungles of 
South America and are using it as a breeding ground to hatch eggs and expand 
their army. The Armorines must infiltrate the surroundings, destroy all eggs 


and uncover an experimental 
weapon. These missions involve 
more puzzles and mazes, as well 
as badder bugs, including the 
deadly Jungle Queen. Collect as 
many extra weapons as you can 
and strap on those goggles! 


Escape the tunnel by blasting the bricks. 


Enter the courtyard and clear out the attacking bugs. 


Activate the Stairway to the Sun. 
Infiltrate the Aztec Temple. 

Seek out the experimental weapon. 
Destroy all 34 bug eggs. 


ROUND 'EM UP. SHOOT 'EM DOWN 


ыы 


Ünce you enter the open court, attackers will start appearing from all 
sides. Before long, you'll be overwhelmed. Collect as many rockets as 
you can, then use thumper mines to attract the bugs and shoot them 
all down in one blast. The thumper will explode after а few seconds. 


Notice the large crates to the right of the main entrance. First, you'll 
have to figure out how to lower the front ones. Then you'll have to 
jump on top of them and step on the stone, triggering the gigantic 
Stairs. Climb up ће stairs and open the path to the Aztec temple. 


Ж. 


To collect the chemical gun, you'll need to dive into one of the 
drowned passages. Get your head above water and shoot the light 
brick near the roof. That will open an underwater wall, which is 
located to the left. Inside, you'll be able to collect some goodies. 


You start in a tunnel that leads 
to a broken bridge and a long 
drop to your death. Look for the 
hricks on the left-hand side and 
blast your way out. 


A MAZE IN MEXICO 
У и | енини 


Large walls block off sections of the courtyard. You must step on the 
short stones that are protruding from the ground to open passages. 
Make your way around the area, collecting mines and rockets, and be 
prepared to take a long swim. Hope you brought your swimsuit. 


: ENTERING THE TEMPLE 
=. = i 


је AT 
за pes 
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You're in for plenty more swimming, so you'll want to save your strength 
and find a better way over the moat in front of the temple. Stepping on 
the stone should do the trick. Once inside, look for the middle switch at 
the back of the room, then shoot it to lower a large column. 


Your third objective is to destroy all the bug eggs hefore they can 
hatch. You'll find eggs in three different locations: Most can be 
destroyed in two gigantic hatchery rooms, and the others are hidden in 
the ceiling. After blasting the embryos, watch out for angry parents! 
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JUNGLE MISSIONS 2 BND 3 


Kill all the bugs on your way to the hatchery. 


Climb the old ruins and locate the hatchery. 
Incinerate the large egg. 

Wander through the caves and destroy 

all eggs. 


LOCK ON 


As you wander through the 
foggy jungle, use the target lock 
on the standard weapon to spot 
and kill hard-to-see insects. 


BUZZ OFF 


The flying bugs are more of an 
annoyance than a true threat. 
Get them in sight and take them 
down before they fire back. 


As you begin the second mission and advance through the jungle, 
attackers will swarm you from all directions. This is another good place 


to use a thumper mine. You'll quickly feel like you're going in circles— 
look for a blocked cave entrance on the side of a hill and blast it. 





When you reach the sudden 
drop, abandon all fear and take 
the plunge. You'll go splashing 
into water without a scratch. 


Blast through the tunnels and explore. 
Locate the entrance to the queen's lair. 
Battle the queen's protectors. 

Finish off the Jungle Queen. 


: BIG. BAD BRAIN BUG 


This gigantic creature has more than just intelligence. The bug you'll 
encounter in the jungle is fast, powerful and deadly. You'll have to run 
for cover and try to hit the beast from а distance. Moving forward 
will only put you closer to the brain's treacherous grasp. 


LOOKS LIKE ER Ж 
NUKE t 


Guards will be shooting at you from atop an old pyramid. Find a safe 
place and take them out from а distance. Then гасе up the ruins and 
spot the hatchery on the other side. From high above, you can destroy 
the eggs in the hatchery. Be sure to hit the big egg in the middle. 


ROVE. MOVES ¥ 
MOVE: ROVE тоғы! 0 


Fallen rocks block three separate tunnels. You should be able to 
advance through an opening һу discharging two rockets to create a 
hole. Move carefully through the tunnel on the left. Although it may 
seem impossible to slip through the rockslide, you will fit. 


= p 


Actually, it's more like one-on-twenty. The queen doesn’t budge until absolutely necessary, and she has 
plenty of protectors to keep her safe. But once you get close enough, she will finally stir and release a 
terrifying attack. Aim for her body, then her claws, and finally her head. After a while, she'll disappear 
and attempt to replenish her strength. In the meantime, fend off her many minions. 





EONGUERING THE VOLEANG 


The bugs have targeted a volcano lab in Hawaii, where they've trapped more sci- 
entists and started several hatcheries. Your job is to destroy the breeding bugs, 
save the scientists and finish off the Volcano Queen. These missions are frus- 


trating, because much the area's 
visibility is very low. Goggles are а 
necessity. Walk slowly and look 
carefully for hidden openings- 
most are in unlikely places. Stay 
alert and try not to shoot fellow 
humans! 


Destroy eight bug breeding hole. 

Find the crashed bug pod. 

Gain access to the research base. 

Find the security key. 

Gain access to the louer research labs. 


3 E „ туы 
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Before reaching the pool ої lava, search for a nearly invisible cave on 
_the right side. Don't attempt to jump the lava рії, or your game will 

come to an end. After traveling through the tunnels and crossing the 

narrow hridge, look for a thumper and a Sonic Cutter under water. 


Not only is the waterfall refreshing to look at, it's a passage to the 
bug pod. Enter the hidden tunnel behind the waterfall and follow the 
ledge to the left. A seemingly dead-end cave will lead to a clearing. 
To advance, place a mine on the pod and clear the path. 


Once you reach the fallen bridge, turn left and search for the exposed 
ipe. As always, your goggles will help your vision in this dark area. 
ry jumping down and landing on the protruding pipe. Alternatively, 

you can make your way around to the right and blast more bugs. 


After salvaging what's left of 
the crashed ship, go through the 
tunnel and spot the bug hole 
behind the busted tank. Drop a 
mine and blow it to pieces. 


E IET NM s 
+ А Tay E 


After finding your way through a few more dark tunnels and blasting 
your way past a few more pesty insects, you'll come to a couple of 
blocked passages. The switch behind the statute will open the first 
side door, and the switch inside will release the closed gate. 


PIPE DREAMS 


To get to the research facility, you will have to travel through a series 
of large pipes. Turning the first valve will give you access to the 
pipes. After moving through the first passage, climb up into the next 
one. Continue to twist all the valves to gain access. 


Lar? pouer кезтомеву,. 
ETS TIE ФО НАШЕ оште 0, 


You're very close to completing the second mission successfully! 
The shiny silver object sitting on the ledge is an access key to the 
main generator room. Once inside the room, you must activate power 
to the lift and ride the elevator down to the research labs. 
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Blast openings and crawl through lab * Run from flowing lava and climb to safety. 
tunnels. * Find and destroy the three queen eggs. 
Locate the missing scientist and collect Drop smart bomb beacons in three egg 
bomb beacons. hatcheries. 

e Shoot rock formations to continue descent. · Escape the nesting area before detonation- 
Blast loose rocks on ceiling to cross lava- Defeat the Volcano Queen. 


TRAIL BLAZING 


After straining your eyes trying to reach the volcano lab, it's a relief After finding the missing scientist and collecting the bomb beacons, 
to he able to see again! But that won't last long. Blast obstacles to you'll spend more time wandering around the base, flipping your gog- | 


uncover secret passages to other rooms. Tap Down on the Control gles on and off. When you reach what appears to he a dead end, ” 
Pad to get on your knees and crawl through the small ducts. Shoot at the loose rock formations to create a new path for yourself. 


| OUTRUN THE LAVA 


Sounds easy, right? Believe it or not, lava can move pretty quickly. As if there weren't enough bugs on the loose, more eggs are about to 
After jumping down into the hot liquid, start racing in the opposite hatch. Luckily, you're ready to blow the area to pieces. Clear ош the 

direction, with guns blazing to clear out the attackers. As you reach attackers and plant the bombs. Be sure to know the correct route to 
the far end of the tunnel, climb your way up to the large opening. escape, because you'll have only 1:30 before mass destruction. 


The Volcano Queen is very similar to the Jungle Queen. Once again, try to hit her body, then her claws, 
then her head. Like the Jungle Queen, the Volcano Queen will try to restore some of her energy and send 
her guards after you. The surrounding area has several places to duck and hide, shielding you from the 
deadly rays. Also, rockets and nails are on the ground in abundance. Collect as many as possible! 


NOT ODER UNTIL THE LAST BUG IS SOURSHED 
The last of the three war heads 
has landed in Egypt, where 
the Armorines will have to 
destroy the remaining bugs 
on earth. But to ensure that 
the aliens never return, you'll 
also be sent into space to find 
the mother ship and finish 
the race for good. ê 
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“YOU FIGHT LIKE A WOMAN" 
will forever be а statement of respect 


E unique weapons, attitudes аз с 
fighting techn iques : 





~ Exclusive multiplayer feature 
. includes a roster mode, plus team 
and single battles : 










~ Pit 4 fighters simultaneously in 
the revolutionary 4-рјауег mode 


Princess is a trademark and copyright of Studios USA 
- Television Distribution LLC. Licensed by Universal 
Studios Licensing, Inc. All rights reserved. Titus and 
the Titus logo are registered trademarks of Titus 
Software Corporation. Nintendo and the “№ logo are. 
trademarks of Nintendo of America, Inc. ©1996 
Nintendo of America Inc. TSC-14386-PRPA-0899-07.05 
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"А HUGE COLLECTION OF GAME CARDS 


FROM. THE POKEMON TRADING CARD GAME. (TCG) "ue 


А POKEMON TRADING CARD GAME - 
FOR GAME BOY! | 


^ 72 ~ 
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GRAND PRIZE e 1 WINNER 


ark of Wizards of the Coast, Inc. 
1999 Wizards of the Coast, Inc. 








YOUR VOTE 
COUNTS 


YOU CAN'T WIN IF YOU 
DON’T SEND IT IN! 


OFFICIAL CONTEST RULES 

No purchase necessary. Only U.S./Canadian 
residents (excluding Rhode Island and Quebec) 
who are not employees of Nintendo of America 
Inc. ("NOA") or its affiliates (or their immediate 
families) are eligible to enter. Void where pro- 
hibited. To enter, either fill out the entry form or 
print your name, address, telephone number, 
and Player's Poll Contest Vol. 128 on a plain 3.5" 
x 5" card, and mail the entry to this address: ` 
NINTENDO POWER, PLAYER'S POLL CONTEST 
VOL. 128, P.O. BOX 97062, REDMOND, WA 
98073-9762. 


NINTENDO POWER 
PLAYER'S POLL VOL. 128 
РО. BOX 97062 

EDMOND, WA 98073-9762 


One entry per household. Entries must be 
received by 1/31/2000. NOA is not responsible 
for: (а) late, lost, illegible, or misdirected mail; 
(b) disruptions or damages due to events 
beyond NOA's control; or (c) printing or typo- 
graphical errors. Entrants consent to being 
placed on a mailing list for promotional materi- 
als. On or about 2/15/2000, winners will be ran- 
domly drawn from eligible entries. Canadian 
entrants may һе required to correctly answer a 
timed skill testing question to claim a prize. 
NOA will attempt to notify winners by mail by 
3/15/2000. Prizes not claimed within 14 days 
after notification or which are undeliverable 
will be forfeited and will not be awarded to an 
alternate winner. Unless prohibited by law, 
winners consent to МОА5 promotional use of 
their names, likenesses and other personal 
information without further compensation. 
Odds of winning depend on number of entries. 
Many will enter, a few will win. No transfer or 
substitution of prizes permitted, except that 
NOA may substitute a prize of equal or greater 
value for any prize. For a copy of these rules, or 
(after 2/28/2000) a list of winners, send your 
request to the address above. WA/VT resi- 
dents may omit return postage. Grand Prize: 
One winner will win Pokémon Trading Card 
Game (TCG) base set boosters, Pokémon TCG 
Jungle set boosters, Pokémon TCG Fossil set 
boosters, Pokémon TCG base set 2 boosters, 
four Pokémon TCG base set Preconstructed 
Theme decks, two Pokémon TCG Jungle 
Theme decks, two Pokémon TCG Fossil Theme 
decks, four Pokémon TCG base set 2 Theme 
Decks, a Pokémon TCG base set Starter Set, a 
Pokémon TCG base set 2 Starter Set with a 
Learn to Play CD ROM, and a Pokémon TCG 
Collector's Binder and a Pokémon Trading Card 
Game for Game Boy. Approximate retail value 
(ARV): $630.00. Second Prize: 10 winners will 
each receive a Pokémon TCG base set 2 starter 
set with a Learn to Play CD ROM, 5 Pokémon 
TCG base set boosters, and a Pokémon Trading 
Card Game for Game Boy. ARV: $55.00. 

TAXES ARE WINNERS’ SOLE RESPONSIBILITY. 
Prizes won by minors will be awarded to a par- 
ent/legal guardian on their behalf. Winners (and 
if winner is a minor his or her parent/legal ` 
guardian) may be required to execute an affi- 
davit of eligibility and release of liability as a 
condition of award. By entering, you (and, if you 
are a minor, your parents or legal guardians) 
release NOA and its affiliates, directors, offi- 
cers and employees (collectively, "Released 
Parties") from any liability for any claims, 
costs, injuries, losses or damages incurred in 
connection with the sweepstakes or any prize 
(including those related to personal injury, 
death, damage to property, and rights of public- 
ity or privacy). Entrants agree to be bound by 
these Rules and NOA's decisions, which are 
final. NOA may change these Rules and/or sus- 
pend ог cancel the sweepstakes at any time if 
causes beyond МОА control affect the admin- 
istration of the sweepstakes or NOA other- 
wise hecomes (in its sole discretion) incapable 
of running the sweepstakes as planned. Any 
provision of these Rules deemed unenforceable 
will be enforced to the extent permissible, and 
the remainder of these Rules will remain in 
effect. АП sweepstakes materials аге 
Copyright 1999 by NOA. 
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Check out the game list on page 160, then write down the numbers for your 
five favorite games in order of preference, with your top choice first. 


A. Nintendo 64 1. 2. 3. 4. 5: 


В. дате Воу 1. 2. 3. 4. 5. 


. C. Which five products or games are your "Most Wanted?" 
1. 2. З. 4. 5. 


D. How old are you? 
1. Under 6 2.6-11 3. 12-14 4.15-17 5. 18-24 6.25 or older 


E. Sex 


1. Male 2. Female 


G. Do you own a Game Boy? 


1. Yes 2. No 3. No, but | plan to buy one 





G. Do you own an N64? 


1. Yes 2. No 3. No, but | plan to buy one 


H. Do you own Pokémon Red, Blue or Yellow? 


J. 


1. I own all three 2. | own two of them 3. | own one of them 
4. | plan to buy one of them soon 5. | don't like Pokémon 


Do you think you'll buy Pokémon Stadium? 


1. Definitely 2. Pil probably rent it first 3. Maybe 4. Definitely not 
What do you think about transferring Pokémon from your Game Boy games 
into Pokémon Stadium using the Transfer Pak? 

1. Very cool 2. It's all right 


3. Ра rather just play with the ones in Pokémon Stadium 


K. Would you like to see more games take advantage of data transfer between the 


Game Boy and the N64? 


1. Absolutely 2. | don't care 3. No 


BACK ISSUE/PLAYER'S GUIDE ORDER FORM 


Catch up on the classics! Order from among the Nintendo Power 
issues listed on the back of this form. The prices shown include 
the cost of shipping and handling. 





Name 





Address 





City State/Prov. Zip/Postal Code 


т 


) тш 








Telephone No. Membership No. 
Please check method of payment: 
ГА Check ог Мопеу Огдег (О MasterCard LJ Visa 
(Payable to Nintendo) 
Credit Card Number Expiration Date 
( ) 
Cardholder's Signature Telephone No. 





Cardholder's Name 





It's a brand new year, but just because you're looking forward to 
what 2000 holds doesn't mean you should forget the past. We cer- 
tainly haven't. We've archived all of our back issues for your reading 
enjoyment, so order one up if you need help on some of the classic 
games. We've also produced lots of high quality Player's Guides over 
the years, so even though it's the time of year to start over, you 
won't have to when you get stumped by a game. Simply mail in this 
form—we’ll make your new year а little more happy. 


Nintendo Power Magazine 
P.O. Box 97032 
Redmond, WA 98073-9732 


Quantity 


(Limit 5 of each issue) 


#38751 

#38750 
#38749 
#38748 
#38747 
#38746 
#38745 
#38744 
#38743 
#38742 
#38741 
#38740 
#36619 
#36618 
#36617 
#36616 
#36615 
#36614 
#36613 
#36612 
#36611 

#36610 
#355 14 
#33947 
#33946 
#33103 
#32590 
#28404 
#26641 


Volume 127 (Dec. ‘99) 
Volume 126 (Nov. 99) 
Volume 125 (Oct.'99) 
Volume 124 (Sept.'99) 
Volume 123 (Aug. '99) 
Volume 122 (July ‘99) 
Volume 121(June '99) 
Volume 120 (May '99) 
Volume 119 (Apr. “99) 
Volume 118 (Mar. '99) 
Volume 117 (Feb. '99) 
Volume 116 (Jan. '99) 
Volume 115 (Dec. '98) 
Volume 114 (Nov. '98) 
Volume 113 (Oct. '98) 
Volume 112 (Sept. '98) 
Volume 111 (Aug. '98) 
Volume 110 (July '98) 
Volume 109 (June '98) 
Volume 108 (May '98) 
Volume 107 (Apr. '98) 
Volume 106 (Маг. '98) 
Set (Vol. 80-85) 

Set (Vol. 74-79) 

Set (Vol. 68-73) 

Set (Vol. 56-61) 

Set (Vol. 44-49) 

Set (Vol. 32-37) 

Set (Vol. 20-25) 


0.5. 
Ргісе 


$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$5.50 
$24.00 
$24.00 
$24.00 
$24.00 
$24.00 
$24.00 
$24.00 





50 өз 69 99 69 99 99 69 69 99 99 99 69 69 69 69 69 69 69 69 69 69 69 69 69 59 695959 


Nintendo Power 


РО. BOX 97062 


Redmond, WA 98073-9762 


Total 
Amount 


#40240 
#40161 

#40160 

#40056 
#40055 
#39582 
#38735 
#38576 

#38030 
#37688 
#37021 

#36608 
#36304 
#35925 
#35576 
#34576 
#34484 
#34039 
#32588 
#30143 
#27645 
#25013 


Player's Guides 
Donkey Kong 64 


Pokémon Special Edition 
Jet Force Gemini 


Pokémon Snap 


Star Wars: Episode |: Racer 
Star Wars: Rogue Squadron 
Zelda: Ocarina of Time 
Pokémon: Red & Blue 


$16.95 
$16.95 
$16.95 
$13.00 
$13.00 
$13.00 
$13.00 
$13.00 


Game Boy CameraFuntography Guide 911.00 


Banjo-Kazooie $13.00 
Yoshi's Story $13.00 
Diddy Kong Racing $13.00 
GoldenEye 007 $13.00 
Star Fox 64 $13.00 
Mario Kart 64 $11.00 
ОКС 3: Dixie Kong's Double Trouble $13.00 
Super Mario 64 $13.00 
Super Mario RPG $13.00 
DKC 2: Diddy's Kong Quest $13.00 
Donkey Kong Country $13.00 
Zelda—Link’s Awakening $13.00 
Zelda—A Link to the Past $18.00 


Washington State residents add 8.6% sales tax (multiply subtotal by .086). Offer valid while 


supplies last! Allow four to six weeks for delivery. Enclose this card along with your payment 


or credit card information ina stamped envelope and mail to this address: 


Nintendo Power Magazine 
P.0. Box 97032 
Redmond, WA 98073-9732 


Note: Issues and sets not on this list are either sold out or available in very limited quantities. 
Prices include shipping and handling. Prices subject to change without notice. 





First Class 


59 69 69 99 99 ө өэ 69 99 59 69 э 65 69 69 69 69 5959 59 5959 


Subtotal $ 
Sales Тах $ 
Total $ 


Place 


Stamp 
Here 
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Now upgrade any Vigilante 8: 2nd Offense vehicle 
with extra speed, armor, target avoidance and more! 





“Vigilante 8: 2nd Offense will be the most spectacular 
car-combat game yet!” - Next Generation 
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POKéMON 
Michael Sargent, Shawnee, KS 
Chris Schwab, Lake Stevens, WA 
Brian Sechrest, Overland Park, KS 
Andrew Sharpnack, Alameda, CA 
Greg Shaul, Edwardsville, IL 
Daniel Shover, Florence, KY 
Jason Simeon, Viewtown, VÀ 
Jason Snellman, Medford, WI 
Theodore Soppeck IIl, Wilkes-Barre, РА 
Joshua Swaim, Silverlake, KS 
Joe Switala, Essexville, MI 
John Sykes, Longport, NJ 
Wilda Thrift, Cobbtown, GA 
Travis Tyler, Boulder City, NV 
John Umrysz, Ledyard, CT 
Trevor Venn, Castlegar, BC 
Michael Wahl & Mare Wahl, Pittsburgh, PA 
Chris Walsh, Allendale, NJ 
Matt Weiden, Los Altos, CA 
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Donkey Kong 64 
Back to Old School 

After you've photographed six fairies and cleared 
level 4 of the Donkey Kong arcade game in Fran- 
tic Factory, you'll unlock the arcade classic for 
free play on the DK Bonus section of your 
Mystery Menu. Play for a high score then send us 
a photo to qualify for our hall of fame. 


Mario бон 

Palm Putts 

Head out to the Palm Club in Mario Golf for 
Game Boy Color. If you're keen on the green, 
send us a picture of your Status Screen showing 
your best Palm Club Tournament score and 
Stars for all of the Palm Club lessons and 
contests. 


Knockout Kings 2000 

You Could Be а Contender 

Rock and sock your way through Career Mode 
then send us a photograph of the high score 
you've pounded out. If you end up being one of 
the top 25 contenders in the EA Sports slugfest, 
you'll get your gloves on some Power Stamps 
redeemable in our Power Supplies Catalog. 


THE LEGEND OF ZELDA: OCARINA OF TIME 


Joshua Sanborn, Athens, OH 35 Ibs. 


= 
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STAR WARS: ROGUE SQUADRON 


Robert Acosta, Machiasport, ME 

Chris Adams, Torrance, CA 

Tommy Albrecht, Huntington Beach, CA 
Manuel Aldreto, Walnut, CA 


Peter Alewine, Piedmont, SC 


Jason Spencer 35 Ibs. 
Kan Zhu, Phoenix, AZ 35 Ibs. 
James Wallace, Chambersburg, PA 34 Ibs. 
Joshua Wright 34 Ibs. 
CENTIPEDE 


Zach Alexander, McKinney, TX 


Morley Allen, Teslin, YT 


Randy Avalos, СоНах, CA 


Jim Barnocki, Toledo, ОН 


Frederic Busque, Pintendre,PQ 1,257,073 
FROGGER 

Keith Williams, Brooklyn, NY 71,970 
Shaun Zabiski, Maspeth, NY 41,340 
Tariq Rafig, Chicago, IL 23,360 


Brian Barrett, Oak Park, IL 
Michael Birch, Cambridge, ON 
ЕП Boone, St. Augustine, IL 
lan Camphell, Minnetonka, MN 
Tom Cashavelly, Duxbury, MA 


Sean Caturegli, Cloverdale, CA 
Marcelo Cesar, Falls Church, VA 
Kevin Chan, Alhambra, CA 




























MM'S THE WORO 


To celebrate the new year, we've given Arena a new look. We're also 
ringing in 2000 with two grand quizzes related to the year two-grand. 





The letters MM are related to the new year since they equal 2000 in 
Roman numerals. But MM could stand for many game-related names, 
too. In this initial quiz of the new year, use the clues to figure out what 
MM is an abbreviation for in the gaming world. 





| ab A Psychic-type Pokémon 


M M 





*2 The Banjo-Kazooie world 


where Banjo becomes a termite 


M M 





| 93 Beetle Adventure Racing's 


Vegas-inspired course 





M M 
| 74 Dr. Wily's enemy 
м M 





| €5 The star of Rares Racing 


Adventure for Game Boy Color 


M M 





| 96 The copycat attack used by 


Flying-type Pokémon 
M M 


| 97 The NES alien invasion clas- 


sic that features Dr. Fred and 
Nurse Edna 


M M 








98 The N64 sidescroller that 
stars Marina Liteyears 





M M 
@ Donald Ducks Super NES 
alter ego 

M M 





70 Pokémon Pinball’s Blue 
Field area where you can find 
Zubat and Paras 


M M 





^M Tiny Kongs shrinking ability 
M M 





4142 A Super Mario RPG item 
that replenishes all HP 


M M 





#3 The tiny toy cars in the N64's 
top-down racing game 


M M 





94 The N64 Mario Golf pro you 
unlock by winning all 108 
Birdie Badges 


M M 





` Jl The number of = 





| THINGS THAT EQUAL 2000 


MM equals 2000, but what else figures into 
the new year? Only one of the equations in 
each pair equals 2000. Tally up the game 
totals or make your best estimate to deter- 
mine which item equals the year that, for 
366 days, we'll have to get used to writing 
instead "1999." 


Ехатріе: 

The number of Winks 
in GT Interactive's 
N64 adventure X 50 


- The cost of Mario 
2000 |рапу Magma 


® «g- | Board X 2 








= Pokémon Number 
degrees in the title of | 2000 | of Mew 
an N64 snowboarding | a @ | + The year in which 
game Duke Nukem: Zero 
+ The number of Hour’s Wild West 
degrees that’s the title world takes place 
of an NES skate- + Pokémon Number 
boarding game of Bulbasaur 
+ The number of 
degrees Rob Haywood 
would spin when you 
press R plus Left on 
the Control Stick 
FAThe cost of all of = The cost of one 
Watto's pit droids in 2000 command and 
Star Wars: Episode |: | "B @@” | Conquer Mammoth 
Racer Tank 
+ The cost of one 
Command and 
Conquer Engineer 
The cost of the = 
Horn Drill in Pokémon 





The total number of 
times the characters 
а» @ | in the Pokémon 
cartoon series have 
fallen into a hole 

or off a bridge 





ANSWERS TO VOLUME 127 a 


Where Am 12 
Jungle Japes 


Name That Snow Level 

1. The Legend of Zelda: Ocarina of Time—lce 
Cavern 

2. Star Wars: Episode |: Racer-Howler Gorge 

3. GoldenEye 007—Surface 

4.Gex 3: Deep Cover Gecko—Holiday 
Broadcasting 

5.Diddy Kong Racing—Walrus Cove 

| 6.Banjo-Kazooie—Freezeezy Peak 


Season's Greetings in Gaming 

1. San Francisco Rush: Extreme Racing 
2.Anakin Skywalker, Gasgano, Bozzie Baranta 
3 Charmander, Jynx, Arcanine 

4 Penny Racers & Jeopardy! 


5.Chansey, Muk, Kangaskhan E 
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If you though: kémon was the. г y 
catching, ing, battling and trading m 
you should 






EVERYONE 


Е 


СОМТЕМТ ВАТЕО ВУ 
ESRB 


When a monster kidnaps Terry’s sister and flees 
dom of GreatTree, the young hero о! 
is drawn into a grand adventur 
tle and breed an army of m 
Tournament and free his sis 





to the King- 
i ers 
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ped sister. The 
Monster Mas- 


There's nothing evil about the monsters in DWM. Many turn 
out to be valued companions once they join your stable. But 
Terry can travel with just three monsters ata time, so the rest 
of the monster crew has to wait at the Monster Farm. 


Drage 1 Droppings 


Look for a dragon in the sky above the Monster 
Farm.| stand directly beneathit, the dragon 
will drop something for you to catch. The first drop 
isa valuable egg. Avoid the second drop. 








Monster Daycare 












The King’s Favorite 


To get started, you'll need a monster to help you’ 
recruit other monsters. Only monsters ever battle 
in DWM. The king volunteers one of his own mon= 
sters—a tentacled оіфегі ег named Hale. 









Pulio will take care of Terry's excess monsters. 
When you recruit anew monster in the Mystic 
World, send it back to the farm and pick it up for 
traininglater. || 


SHIISNOW JOIJJVM NOVI 


The Pot of Gold 


Treasure awaits at the western end of the Monster 
Farm. Look for the boy and his large pot. The boy 
puts items that he catches into the pot, and you 
can take them for your own use. 








7 MONSTER MART) Û. 


. "Traveling inthe Mystic Worlds where the monsters dwell can 

_ deplete Terry's resources. Before venturing too far you would 

"be wise to visit the Bazaar where you can purchase valuable 
‘items that will make the journey safer. 


Words of Wisdom | 
The library in GreatTree is devoted to monster lore. Fireball 
You'll'tearn about monster families from the librari- Frida: 


rained hard 
о attain its 


ап апа books, After collecting 100 monsters, a spe- 
cial collection will be opened up for you. 





SLIMEBORG UN LOVE 


When you want to create new monsters from Slimeborgs, | 
Horks or any of the 200 monster species in DWM, head to | 
the lowest part of GreatTree after defeating the dragon. There | 


you сап breed new monsters from your party of monsters. 


* и TEE 
The Magic and Mystery poe 
Inthe Shrine of the Starry Night is the Master [© 20% 


Monster Tamer—the breeder of monsters. When 
two parent monsters have been selected and the 


Master writes it in the Journal, theres no going back. бей МЕ) анны : 


What's in the Egg? 


Visit the woman in the cave above the Shrine of the 

Starry Night. She can tell you the gender of the 

ше in the egg. She сап change it's gender, 
Мо. __-_- SUE 









ты little 
Ehet: 











А Bazaar Place 


The Great Tree Bazaar has people to talk to and 
items for purchase. The most important item early 
onis the Beast Tail, which sells for 400 Gold. It 
points to the warp holes in the Mystic Worlds. 


U-Store Inc. 


If Terry loses a battle in DWM, he'll also lose all of 
his items and half his gold. To avoid this sort of dis- 
aster, you can store money and items in the Vault 
near the Bazaar. 











ASTER: Chet 05:35 


s 
5:12 709718 71 


Сап I record 
his joufol event 
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Unfortunately, monsters aren't found in the world of Great 
Tree. Terry must pass through the Traveler Gates to reach the 
Mystic Worlds where the monsters live. Once there, he'll bat- | 
tle, capture and train monsters. 


The Bite Club _ << 
In addition to wild monsters, Terry will meet other Although Те | 
Monster Masters while exploring the Mystic Journal w | 


he enters а 
Stock up 


Worlds. These fellows are anxious to test their 
monsters and are likely to engage Terry in battle. 




























of these rooms. 





SURWIWAL SKILLS 5 


Surviving the many battles in the Mystic Worlds is no picnic. 
The single most important strategy is to build up the levels of 
the monsters in your рагу Бу fighting. The following tips 
should keep pur party strong. 


Venus and Mars ~ 


Include both male and female monsters in Terry's 
party to build up the levels of both. For successful 
breeding, monster pairs should be at level 10 or 
higher. 





Extra Help 


Monsters aren't the only resource found in the 
Mystic Worlds. Terry can pick up all sorts of items 
such as Herbs for healing, Warp Wings for escaping 
and Ribs for taming wild monsters. 


m 


Spot Slime 
































‘Picky "Pillow Rat Coil Bird 
ARS s l Jrágon Kid Crestpent 
Gohopper Р Catapila Dragon Kid 

Gremlin 27 i Picky Bone Slave 
Pillow Rat 1 Fairy Rat Almiraj 
Spot Slime Bull Bird 
Dragon (90/60) Hork 








Mad Cat (200/30) 
Fang Slime (400/40) 


Talisman Bravery 




































Anteater Demonite 
Mini Drak One-Eye Clown 
Spooky Dragon Kid \ Bean Мап 
Goopi Spot Slime Floraman 
Picky Evil Seed Sabreman 
Demonite Giant Worm 
Golem (100/20) Hork Bull Bird 





Face Tree (400/100) Eye (500/40) 






order to: 








М he'll 
Traveler Саг 





D-Class 
ИҢ Saccer 
ZÎ Florajay 
` Medusa Буе 
EJ. Mad Gopher 
Medusa Eye 
| ш - Mad Cat , 








ROUND 


Mad Cat 





| ROUND 4 ROUND 
| тнвЕЕ ШІ) 





Strength \ 


Mud Doll 
Tree Slime 
Skull Rider 
Fairy Drak 
Wing Tree 
Drak Slime 


Stone Man (800/36) 





Anger 
Giant Worm 
Giant Slug 
Poisongon 
Cat Fly 
Eyeder 
Putrepup 
Drak Slime 


Battle Rex (1000/50) 


inthe те order, 50 0 you ‚К have to memorize the 


is igh seven ees 
able to open all the 
mand reach the 
Starry Night Tournament. 


— PP 


Mad Plant. ` 


Rogue Nite А p 






arry Night Tournament 
the Mic Worlds. In 

















bring her a prize. 
| ` G-Class. F-Class 
| E Dracky EW SpotSlime : 
{ ЕЕ Апїеатег | 5 = Spot Slime... 
| Egg Dracky.- | Eg Spot Slime 
| ЕРЕ Slime |` EF Mud Doll’ 
& 52 Stubsuck | 52 Almiraj 
|l Làm ‚ Slime |- Ed Mid Doll 
| БІН Spooky EFF Skull Raven: 
ho БЕ нок Ў е БЕЗ Ригерир. 
OF өш 
ТЫШ Spooky |. хын a Skullroo 
Ек C-Class 
| | ЕЩ Spiky Boy | EN Hammerman 
i | Е StubBird | ЕЕ Hammermen. - 
| E Spiky Boy | EXE Наттегтап 
|. ЈЕР Healer 25; | [ЕРЕ Ag Devil 
|, = Ej RogueNite —. > | = Ej WindMerge 
Li Healer ЕШ Tree Boy 
| Box Slime | zm - Army Crab: 
[- ЕҢ Rock Slime | FF БЕЗ Madbragon ~. 
Gia Box Slime -. Қы | Lim Army Crab - 5 


| Happiness 


Gasgon 
Oniono 
Pixy 
Gophecada 
Dead Nite 
Stub Bird 
Spiky Boy 


Jamira (1600/175) 


s Snaily 
Gulpple 
Saccer 

Mad Pecker 

Dark Eye 
Babble 
Mummy 


Funky Bird (1200/160) 


“Temptation 


— SpikyBoy >“ 

-.Моттопја. > 

King Cobra $ 

Pteranod lime Nite - 
Armorpede 4 


Sky Dragon (1200/150) `` Dark Eye 


Servant (1000/250) 





Monster Talk 


Don't forget to talk to the monsters themselves 
when you meet them in the Arena and Farm areas. 
Many of these tame creatures have sage advice for 
young Monster Masters, 


| Dark Horn (20067 47 


Тһе Queen of Clubs 


Ünce you defeat Goopi at Rock- Paper- Scissors, 
hell open up a stairway to the Queen's Chamber. 
She'll send you on a quest and reward you if you 


B-Class. | 


ER 










пут 


Weed Вид 
Tree Boy 
Hammerman 
Mad Goose 
King Slime 


Droll 


Lizard Fly 
Giant Moth 


Akubar (2000/400) 


ROUND f ROUND § ROUND 
THREE 1 TWO f ONE 


i=) 
ж 
> 
(=) 
Ке; 
4 
> 
|Ж 
E 
jo 
~ 
= 
о 
| 
| мл 
| =f 
| m 
| 29 
iw 





> E-Class 


ROUND $ ROUND B ROUND | 
CREER | TWO ОМЕ | 





Crestpent., 
Tree Slime. . 
Poisongon 

| Огак 5 те 5 
Dragon, ` Se 
|. Fairy Drak 

P Snaily 
Armorpede . *.. 
Snaly у. 





A-Class —— 


Fire Weed | ; 
Evil Beast |... 
Wyvern. 

| Grizzly. 9 

Lionex . > 
| Grizzly 


| Toadstool 
Lipsy Alu 
Toadstool | I 





Reflection 


Evil Wand 
Evil Beast 
Shadow 
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Terrys party and other monsters. There are а few differences 
between fighting wild and managed monsters, but the first rule | 
is to have the strongest party in the battle. : 


H 231 н SS 
е M В Mig 





The Plan 


Inthe Mystic Lands, begin your battle with a plan. You'll 
have four options for each monsters: Charge, Mixed, 
Cautious and Command. If you choose Command, you can 
Attack, Defend, or use a special skill or magic. 


CATCH OF THE DAY 


Another fine art in Dragon Warrior Monsters is the skill of 
catching wild monsters in the Mystic Worlds. The following tips 
will help you tempt and tease the wild monsters of your choice 
into joining your party. | 


olem is 
kent то sleep! 


Smaller Is Better 


Your most powerful monsters may knock out a wild mon- 
ster with one attack, and that won't give you a chance to 
coax the monsters into your fold. Command your biggest 
monsters to defend while trying to make a catch. 


as Н Н 


каз 
defends itself! 





| Monster Mun 




















J НИ HA H32 
The way to a mo ste 

Use meat sna 
get the monsters to thi 

snack, the more li : 2 


22 


+ 
Ы” е monsters star 
" o like Chet! 










Selective Attacks 





The last. standin ıonster ina party will be t | 
may join you. Weed out the ones youdon'twantby — 
attacking them first Use the Plan option to target your ' 


attacks. 





FAMILY TUES 





Each monster species belongs to a larger family of species with 
shared traits and abilities. Its good to know what these traits are 
when facing monsters in battle, and it’s even more important to 





ly monsters resemble recognizable 
the power to resist special skills that 
rs. They also have strong attack and 


know the traits for breeding. 
Devil Family 


attack and defense strength, They can withstand strong: | 
attack magic and other special skills. Ogres; Demonites and _ 





Pixies belong to this family. 


Demonite 


Bug Family 


ArmyAnts, GoHoppers and Drolls all belong to the Bug Clan, 
an insectile family that is strong against poisonous attacks. 
The bugs have a great capacity for increasing their attack and 
defense strengths. 


Droll 


& 


Spot Slime 


Slime Family 


Slimes may seem; well, slimy, but they're very supportive of 
other monsters during battles. They're also quick and grow 
rapidly. Spot Slime, Snaily, Healer and Metabble all belong to 
this family. ` 


Dragon Fa 


As you might exp 
fire attacks, bu 









NINTENDO POWER 


These devilish little monsters are strong fighters with high.HP. 2 : 











and Grizzlies are а beasts. 


grow quickly. They are strongest 
ells and special skills. Wyverns, 
members of the Bird herd. 


ну 


You might not expect plants to be smart, but these monster 
. plants have high intelligence ЛР. They can grow to very 
high levels, as well, but they have low agility. The plant clan 
includes Evil Seeds, Fireweeds and Face Trees. : 








Evil Seed 










Zombie Family | | 
£u _ This creepy clan has strong HP. but most of their other attrib- - 
1 utes are medium to low, and they're weak against such spells 
as paralysis. Horks,. ies and Mummies are all from the 
Putrepup | Tm 






Zombie 2 














‚ As a result, they сап 
гу high defensive - 


ls and Golems belong to this group. 











AS 





„ээ, BED БІ 


| => The numbers following the skills on the chart indicate the level at which the 
зуу skill becomes available for use. | 


‘BEAST FAMILY MONSTERS 


ack Defense Agility Intelligence Special Skil 


| еви cosine. maren _______ 
| pu [ Gens Senses 
Wind Beast ROUTE ) i 






































wua i 7 7 а” 
TR ] i 
Lawen nsa sams] 


Hustle 19, KO Dance 21, Imitate 22 


Drak Slash 13, Panidance 14, Charge Up 15 


Ramming 13, Massacre 13, War Cry 15 | 
Sleep 5, Stop Spell 10, Psyche Up 13 e 





| ШЕКЕ 
|. шш“ 
peek A 





Sandstorm 11, Berserker 15, War Cry 15 af 
: Heal 2, Frigid Air 4, Ice Bolt 6 


| 


У ^V | | || ЖАЗ Slow 4, Surround 1, Slime Blow 13 
, Vi 






азота Ture benee Бола 


DEVIL FAMILY MONSTERS (See 
Hit Points Magic | Attack Defense _ Agility | Intelligence Special Skills 4 j 


| 




































5331SNOW аогтааум NODV3G 


War Cry 15, Ironize 16, Magic Back 17 | 


Sap 5, Bird Blow 13, Vivify 15 


[Gigantes — ШЕ SE ec ENIM p 3 Ж) pude преса Zombie Cut 13, Charge Up 15, Evil Slash 16 
chop Clown ШЫ |12 S соғ, Squall Hit 13, Twin Hits 8 





| 
JUDTITAM ШШ О ШО EN зао отока — — — 
Jamirus ы GEN [Berea Tanna. ваа БЕНЕН 

| | ee назна 
[Skuli Rider | ШШШ ШШ ^+“ o ____ 
Е сватовства 
| | a 
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BIRD FAMILY MONSTE 
Hit Points Magic Attack Defense Agility. a 


Bull Bird АС 
Big Воо И 
Stub Bird 


[Wyvern | 


Special Skills 


(ШЕШЕЛЕРІ | 
La 



































Tailwind 12, Drak Slash 13, High Jump 21 


Skull Raven 2 А , Hi 
Mad Pecker ا‎ Infernos 3, Sap 5, Vacuslash 12 
БУУ) Sleep 5, Antidote 6, Rob Magic 8 









И Ѕрееа 2, Beast Cut 13, Lifesong 28 
| Fire Air 4, Tailwind 12, Squall Hit 13 







Sap 5, Surround 1, Bug Blow 13 
Panidance 14, Hustle 19, Lifedance 31 
Fireball 4, Heal Us 21, Multicut 29 


|Blizzardy | | Gr КО Frigid Air 4, Ice Slash 12, Beat 17 
[Lond бил ЕЕЕ ЗЕ o ин 7 
















Rain Hawk ШЫ Ко БЕ _ Strong D1, Surge 24, Mega Magic 39 | 


BUG FAMILY MONSTERS 


Hit Points Magic Attack Defense Special Skills 


ШЕШІШІЛІЕТЕЛІЛЕ 1 БЕНЕН 
| Formaat Craen arp — — — 
















Agility- Intelligence 


[Amy Ant ШШЕ с пене 


Eyeder Ss cocos —— — 
e 


Paralyze 10, Radiant 13, Wind Beast 14 


PLANT FAMILY MONSTERS 


Hit Points Magic Attack Defense Agility Intelligence Special Skills 


ЕС БЕ 








| Sidestep 10, Lure Dance 15, КО Dance 21 
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PLANT FAMILY MONSTERS (CONTINUED) 
Magic Attack Defense Agility Intelligence Special Skills 

E] | КЕГЕН П nob Magic 8, Map Magic 11, Twin Hits 18 ] 
Ж 
Step Guard 11, Zombie Cut 13, Farewell 33 | 
[Nap tak Sep ArT Me 
[ moe | 
A SerArnbesennPseeurs E] 
| ] Curse 16, Dance Shut 17, Focus 19 | 
B оваа ои — —] 














ЧТ 


SUILSNOW зотаум мооула 


SLIME FAMILY MONSTERS 
Hit Points Magic _ Attack | ence | Special Skills 


Surge 24, Big Bang 37, Chance 41 


Strong D 15, Rock Throw 17, High Jump 21 IA. 


; Heal 2, Upper 3, Beast Cut 13 ДІ 


| War Cry 15, Charge Up 15, Call Help 18 а 





И 2 mu Fireball 4, Radiant 13, Mega Magic 39 
Lightning 11, Blade D 15, Rain Slash 16 


__ д | _ се Bolt 6, Numb Off 9, Call Help 18 | 





ЕҢ Fire Air 4, Suck Air 18, Be Dragon 28 | 


Tree Slime Sap 5, Paralyze 10, Sleep Air 11 | 
Metabble Е ЕЕЕ Т Баша У коо | Sacrifice 2, Fireball 4, Bang 5 pt 


| Wing Slime _ | у ЕЖ; | Tailwind 12, Squall Hit 13, Windbeast 14 
Babble Bee АЕ |  PoionHit6, Surround 1, Eerie Light 15 ^ 
BRS ВЕЕ Nap Attack 8, Cleancut 13, Mouthshut 18 2 





ae 





Whistle 5, Leg Sweep 7, Sidestep 10 
| Lushlicks 8, Call Help 18, Imitate 22 г 


[Healer ШИ C 70 B Heal2, Upper 3, Heal Us 2 У 


Box Slime | ss | Blaze 2, Upper 3, Ramming 13 : 
| Metal King | | A Bolt 7, Ironize 16, Hell Blast 35 | 


у | c ух Blaze 2, Ice Bolt 6, Beat 17 | 








ZOMBIE FAMILY MONSTERS = 


Hit Points Magic Attack Defense Agility Intelligence Special Skills = | 


i 


Dark Crab ББ Step Guard 11, Ironize 16, Magic Wall 20 
[Nite Whip — И 


Copycat | | 


Dead Noble ЕЕ УБА 5 вез: 17, Heal Us 21, Tatsu Call 21 
Bang 5, Bolt Slash 12, Bird Blow 13 


[Shadow — | З КЫЗА жеке | су Frigid Air 4, КО Dance 21, Thick Fog 23 


| Fire Air 4, Lightning 11, Wind Beast 14 
NES FIND | 5559s DRE I| Blaze2, Ice Bolt 6, Focus 19 
| Я AEE с Чуга АР SN BENE Heal 2, Vivify 15, Beat 17 


; ў ; 3 ИЕ | Devil Cut 13, Еепе Light 13, Curse 16 
Odd Dance 11, Transform 22, Imitate 22 


Paralyze 10, Evil Slash 16, Call Help 18 


Lightning 11, Bolt Slash 12, Kamikaze 19 


Dead Nite БЕРИК Щ Heal 2, Numb Off 7, Curse Offs 
ISkullgan | Frigid Air 4, Twin Slash 9, Ice Slash 12 


` Î Rot Raven 


1 на Y Infernos 3, Bolt 7, Chance 41 
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DRAGON FAM 


Hit Points Magic Attack Defense 





Infernos 3, Poison Hit 10, Surround 11 
| Poison Hit 10, Squall Hit 13, High Jump 21 





СТІЛ. 
[gamme Mage | 
SUR [Fis i6 Curse; бте — — — 
[колга кезит» sen — — — 
ee 


Cleancut 13, Blade D 15, Rainslash 16 d 
Berserker 15, Rock Throw 17, Kamikaze 19 
n | Poison Hit 6, Stop Spell 10, Bedragon 29 


| | Se Re Ў Fire Air 4, Fire Slash 12, Suck All 14 
Dragon Kid Fire Air 4, Sleep Air 1, Dodge 19 










| Fire Air 4, Suck Air 18, Multicut 29 


Mad Dragon 1 EG ШЕР 755 | EXC TEM Massacre 13, Lure Dance 15, Evil Slash 16 г 
Battle Rex | 


|Gasgon | | 
[Orochi — | 





МА Fire Air 4, Metal Cut 13, Evil Slash 16 


| Sacrifice 2, Berserker 15, Farewell 33 








Lush Licks 8, Sleep Air 11, Surround 1 
Fireball 4, Tailwind 12, Wind Beast 14 
Poison Hit 6, Lush Licks 8, Poison Gas 10 









| Frigid Air 4, Meditate 27, Big Bang 37 








ШЕШЕ озон — —— 


MATERIAL FAMILY MONSTERS 
Magic Attack Defense | Agility 19 ence 


EE 


Jewel Bag | _ Fireball 4, Stop Spell 10, Panic All 13 
Blaze 2, Whistle 5, Psyche Up 13 
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n 
Й 
, 
1 
, 
, 
, 
r 
, 
Л 
, 













Hit Points 
















































Mad Candle | ШИ E 7 E: Я 
| Сато — | | x Fire Air 4, Frigid Air 4, Suck Air 18 
Roboster E кои Squall Hit 13, Rain Slash 16, Bi Attack 20 










RogueNite ЕЕЕ eee Ee 
| 





















Sidestep 10, Odd Dance 1, Hustle 19 
Dechaos 7, Numb Off 9, Suck AII 14 
Frigid Air 4, Ice Bolt 6, Strong D 15 







[Gopi — | Leg Sweep 7, Call Help 18, Dodge 19 
Voodoll 


Metal Drak 


КЊ Зар 5, Surround 11, Panic All 13 













Sacrifice 2, Slime Blow 13, High Jump 21 


| Blaze 2, Step Guard 11, Beat 17 
Î Sandstorm 11, Massacre 13, Rock Throw 17 
Blaze 2, Fire Air 4, Cover 6 


D 







, 
О 
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Tn the world of 
spies and covert 
|| operations, the 
exploits of Ethan 
1 Hunt have become 
the stuff of 
legends. Now, 
Infogrames gives 
P you a chance to 
| become a legend, too. 





EVERYONE 
















Ethan Hunt, a master of disguise and an expert at extricating himself from impossible | 
predicaments, has ten tricky missions ahead of him in this action-packed Game Boy emm, 
Color adventure from Infogrames. This Mission: Impossible departs from the movie with iper j 
missions. Ethan has many skills in his bag of tricks, including several that appear automatically оп ў 
your B Button menu at the bottom of the screen when it's time to perform skilled operations such ў 
as using equipment, disarming bombs or unlocking doors. You may not know some of your mis- ў 
sion objectives at the outset of the mission, but your contacts will fill you in on the details as you Ў 
go. Large characters and detailed environments add to the sense of realism, and the game even 
manages to squeak out a reasonably good rendition of the cool МІ theme music. МЛ isnt ў 
overly deep, but you'll probably keep it handy anyway, because the Game Pak also includes | 
some cool personal data gizmos and other surprises. 





ALE) NINTENDO POWER 





deseri fest is UNE terrorist actions against the civilized world, kidnapping 
UN inspectors and building nuclear missiles. Ethan's first mission is to infiltrate the 
General's HQ and steal his database. The mission is fairly easy, a good training level 
that teaches the basics of covert ops. i 







UU 
ини 
і 


Enemy agents аге always оп 
guard, looking for suspicious char- 
acters. When you see a guard, 
quickly move out of sight. Learn 
their patrol patterns. 


© The Safehouse 


two options—you can fight or you can run. Running usually is 


you run the risk of alerting still more 2 E 


© South Bridge 


| 





Your secret contact tells you to 
go back across the bridge to the 
safehouse. Look for a dark gray 
building and step up to the door to 
get your briefing. 


Take South Bridge this time, 
crossing over to the left bank 
once again. Head to the lowest 
street and look for another gray 
building. Keep your guard up. 












cUm you can't niga ds dii eer УШУ Or you EE 
dentally step into the view of an agent. If your cover is blown, you have 


option, because the alarm will turn off after a short time. If you fight, 


When you преки the Ministry, 
you'll hear a beeping noise that 
indicates that the key has been 
activated. Push the B Button to 
use the key and enter the building. 









Find the statue 


NOISSIW 


Go to the safehouse 


Cross South Bridge 


EEL ATE 


Find the Ministry of 
Information 


E 


Copy the database 
from the computer 


3118ISSOdWI 


pats 










Cross the north bridge and head left 
and down one block to the statue. 
You'll receive another message 
from your contact when you arrive. _ 


the better 








The Data 






Keep out of the guards" line of sight, 
staying to the left side of the room, 
and don't panic if you hear an alarm. 
Look for a cubicle with no chair and ' 
download the data. 
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Armed Guards 





guard with an itchy trigger finger. 
Stay away from him for now. 
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At the right end of the long room is a 


After Ethan recovers the data disk in the first mission, you'll discover that the information is 
encrypted. The only way to read the disk is to get the code book from the General's desert camp 
and photograph the key page. The gymnastics in this mission include using a hook to climb 
onto a roof and dropping down into the office through a skylight. Don't get famous. 


around until your stethoscope icon 
lights up. Use the stethoscope to 
open the safe. 







| o Candid Camera 


Crawl under the laser beam and move Go back to the right. Your camera icon 


will flash when you reach the head of 
the table. Snap a photo of the code 
b 


[] Find the General's 


| 
Quarters | 


L] Climb to the roof and | 
enter through skylight | 


| О Find and open the safe | 


L] Photograph the book 





[] Get out undetected 


i 


The General's Quarters are on the far 
side of the compound from your drop 
site. Take the southern route, stealing 


along the buildings and keeping out of 
sight. 


When youreach the door of the General's Quarters use the hook fo. 
reach the roof. Go to the skylight and stand in the middle. If nothing 
happens, move around slightly. 






The exit for the roomis far to the 
right. Dodge the guard, then get out 
of the building. Return along the same 
route that you used to the camp. 


















П Wait for the call 


NOISSIW 


РО > О Pick up the disguise, | 
Now that you know what the General is up to with his planned missile launch, it's up to tools and supplies | 


you to stop him. The only way to do that is to sabatoge the test missile. You'll need а dis- 
guise and a special tool that's stored on the missile base. As always, if captured, the secre- 
tary will disavow any knowledge of your actions. 


Ld 
Ыы 


Sabatoge points on 
the missile 


Return to pickup site | 







3183ISSOdWI 


Ib Call Waiting | 











Move around to the south 
side of the oasis and take 
the phone call from your 
mission director. 








yy The Mechanic | 


At the bottom of the map, 
go to the first building and 
pick up the mechanic's 
overalls that will serve as 
your disguise. 


о The Warehouse 












You'll find a special tool for opening | 
the access panels on the missile in house to the north. Enter the building * 
the second building and more tools by the east door. Although the west 
to complete your disguise in the door seems open, it isn't. Watch out 
Supply Shed. for guards. 








шалы а а topo а а p Mertens 





SEEN EREN 



















ا و 



















Mess up the Missile 






ки 


O TO the Oasis 
































* Walk slowly along _ After sabotaging 
_ the catwalk close 7 the missile, you'll 
7 to the missile. | have to escape 
* When the tool icon | back to the 
_ flashes, stop and | northwest side 
* sabotage the mis- of the oasis near 
7 sile. Repeat this | the palm tree. 
< action five times, You can head 

then get out. | almost directly 
j | west from the 

| warehouse. 
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The п terrorists дамді more equipment in another desert base nearby. As ап afterthought, your 
director instructs you to destroy the stockpile using explosives. You'll have to find the explosives 





and place them in a guarded building. 








2118 
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Many guards patrol 
inside the base. The 
only way to stay out 
of sight is to stay 
underfoot. Crawl to 
the building, pausing 
behind cover when 
guards venture near- 
by. You'll enter the 
building through the 
roof vents. 











The explosives are in a metal crate 
located northeast of your starting posi- 
tion. Go there first and pick up the explo- 
sives for your demolition work. 


Blow the P emen: Room 





O Find the explosives 
[] Find a way into Camp | 


[] Enter the building | 
though the roof | 


Г] Place the explosives | 
in the room 


O Return to the 









The sands around the base have been 
planted with mines, so proceed slowly 
and listen for the warning buzzer of your 
mine detector. When you hear it, back up 
and skirt around the mine. 


The Hole 


ТАЛЛА ССП А зе 


The approaches to the hole in the south- 
ern fence are along the fence itself. All 
other paths are blocked by land mines. 
Move very cautiously in this area. 





Crawl and jump to 
avoid the alarm 
beams, and stay out 
of sight of the 
guards. You'll have 
to circle around 
through some hall- 
ways to reach the 
equipment room 
where you'll place 
the TNT. 








Find the Embassy 


NOISSIW 


E à ‚ Climb the nearby build— 

Even though you've managed to disrupt General Reznik's plans, the Mission: Impossible team ing and jump to the 

needs more information on the terrorists' activities. In this mission, you must infiltrate an uu ICM CLE 

embassy and plant a listening device inside. Locate the Elevator 
Control Room 








• 
Lj 


Descend the east eleva- 
tor shaft and place 
the bug in a hallway 


TIJISSOdWI 


Return to the drop 
site on the roof 


High Security 


vow 
же 
x Wu ЖҰ%, ЖУ УУ Wo pv ҰУ we wo ЖҰ 
T ق‎ uk ОРАО Tl o я АЯ 
"We pens 7 m 2 а 
ж wd га d ud uuu 


ЖЕЖ жу у су у у; 
лга гага Б Tu ل‎ а га ЈГ ab 


Па ааа 7а 0 T A A 
The streets around the embassy 
are crawling with enemy agents, 
and the best way to evade them is 
to do some crawling of your own. If 
you crawl next to walls, they 
won't see you. 


vog E Ж) 
+" "апр а а а а а 
Li Ж 


The Big Jump 


т UE ORAT 


| dau. 


DE eie y 


Use the grappling hook to climb up g | pushing the A Button, you can make the 
to the hotel roof, then move to th leap to the embassy if you get a running start at location #2 on the 
east and south to reach the jumpi map. You'll automatically jump to the embassy. 

point to the embassy roof. 


LEM С 
aal MLLE 
da шышы 
DNI 2... 


You'll find two shafts inside the ele- i ion cups, climb to the ^ Use the other elevator shaft to 
vator control room on the top of the bottom of the shaft. Your listening reach the street. On your return 
embassy. Choose the east shaft and device icon will start to flash, indi- trip to the exit point, use the same 
start climbing downward. cating that you're at the right place crawling technique as before to 

to leave the bug. stay safely out of sight. 
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If you choose to accept the following missions, you'll have to guide Ethan through 
increasingly difficult stages such as a return to the missile base where you must destroy 
a nuclear warhead. The maps get larger, and there are more enemies the further you 

progress. Just keep in mind that nothing is impossible. 


Blow up the Generator 


In Mission Six, Ethan has to find a weak Your final task in Mission Six is to blow up 
spot in the wall and dig into a military the generator. Place your TNT near this 
compound. Follow the streets to the building, then hightail it to the southeast 
southern part of town then search for corner of the base to escape. 

the wooden fence shown above. 


When you've had enough of the cloak and dagger of the missions, Mission: Impos- 

sible offers another option—the Agent Organizer. The programs of the AO are like 

the gadgets that a spy might carry. You can keep secret notes, calculate mathematical 

problems, send remote messages and even control other electronic devices. You can 

do all this in one of the three included languages—English, French and Spanish— 

which is true of the game, as well. The Game Pak also saves your Agent Organizer 

data and one game file. Whether you're playing the M:I missions or using the Agent ааа 

Organizer, there's а lot of fun packed into this small Pak, but it's so sophisticated that The Secrat Elles ara organized by 


it works only on Game Boy Color. ® Addresses, Messages and a Notebook. 
You'll need the manual to figure out how 
it works, so hang onto it. 


a 


Calculator 3 Transmi 


EE 


This is the coolest part of the Organizer. You The handy calculator in the Agent The final feature requires two people to 

canuse the Infrared Port to program your Organizer lets you do basic math such as have copies of Mission: Impossible so they 

Game Boy Color to operate your TV, VCR, addition, subtraction, multiplication and can send messages to one another. The 

satellite or stereo like а remote control. division. transmission distance is limited to a few. 
feet in most cases. 
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Hits N64... _ 
Like A COW Packing | 
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It’s Still War, — Уң 
just Not Your Usual Weapons 
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EN, GENRE-BUSTING 
On SECRET AGENT GECKO 

) THE GAME Boy COLOR 
ME ADVENTURE. 

2 pui BRIEFING МАУ JUST 
HIDE OUT OF Е HARM. © WAY. 
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Eidos has taken Gex out of deep cover and shrunk him down to pocket size for 
the Game Boy Color. The back story remains the same: The geckos arch- 
nemesis, Rez, has kidnapped the beautiful 
Agent Xtra, spiriting her away from Gex's 
"^  , underground lair. Now she's trapped іп the 
J . Realm of Rez, a cheesy netherworld of bad 
movies and badder villains. Her plight does 
not sit well with Gex, whose cold blood has 
heated to a rolling boil for revenge. Dipping 
into his bag of disguises, the lizard of 1000 
faces sets out to infiltrate each 


= world, finding remote controls 


b 222, that will lead him to his girl- 
TE ма friend. You'll find plenty of 


tail-bouncing adventure in 
this platformer, which 

brings loads of color to 
the small screen. Beam 
into the action, because 
no couch potato is going 
to beat this game. 









А à 
EVERYONE 








Unlike most spies, Gex doesn't carry any gadgets. АП ће usu- dangerous conditions in the field, so he'll need to snap up 


ally has to work with is a clever disguise and his whiplike tail. some supplies along the way. Luckily, these power-ups appear 
It can be tough for an undercover agent to stay healthy under in the places where Gex needs them most. 
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Whack the green TV to Purple Flies will give Your tail will become a Make an addition to You'll find Fly Coins all 
release one of these you an extra life, so formidable weapon your life line with Gex over the place, but 
flies, but be sure to eat check your password after you grab Blue Paws. If you've taken a some of them are hid- 
it with Select before after you grab one. Flies. Certain enemies hit, you'll get your paw den away. Find 100 on 
you're attacked. One You'll have the life the can be defeated only by back. If not, you'll get each level to get extra 
hit and its gone. next time you play. using Blue Fly power. an extra paw. remotes. 







TO THE GEX CAVE! 


You can access the different channel missions from a secret ferent control rooms house the Mission Pads, which will be 
underground control room. As you collect more and more active when the spinning remote drops down. You'll automat- 
remotes, you'll be able to access different missions. Three dif- ically teleport into the channel when you stand on the pad. 


MAIN CONTROL ROOM 

















| — CONTROL ROOM 1 


ттжет 


ГІ: 









|: 
кол | 
Der E The door on the lower level of the main control room 
will take you to your first two missions. Whack the 
first remote above the door with your tail then head 


to the Holiday TV remote pad for some frosty fun. 






CONTROL Коом > 





You will find four 
channel missions 
and a Bonus Pad 
in the next con- 
trol roam. As you 
accumulate 
Bonus Coins, 
you'll be able to 
play bonus 
games for extra 
remotes. 


You'll find the 
path to your final 
confrontation 
with Rez through 
the third control 
room door. You'll 
also find other 
adventures to 
pursue and a 
mysterious 
spacecraft. 






The two missions you'll uncover in Control Room 1 will both 
give you chills—but in different ways. Each will provide a 


good test for your newfound gecko skills and prepare you for 
the tough challenges ahead. But up your overcoat and get to it. 













IUE 
CULPTURES 





Something is rotten in Santaland, and it isn't that ancient tiered landscape will give you plenty of spills and thrills as you 
fruitcake grandma sent you. Bundle up your clammy green bounce among the icy slopes, clouds and tree branches. Don't 
skin, then start walking іп a wonderful winter warzone. The worry about falling down, but avoid the holes on the bottom. 





























PPP Um f 7 ы т ee — денені. йт УЯ 
Five gecko-sized mounds of ice You'll have to be quick in a direct Your reward for carving the ice The two skating elves сап do 
are scattered about the winter attack against the penguins, but sculptures is a remote near a some damage, but you should be 
landscape. Use your tail to carve it's easy to swat them out of the tree, just up the clouds in the able to knock them off their 
them into a Gex-shaped statue. air when they jump. upper-right corner. feet with a few tail attacks. 


HOUSE HUNTING SANTA BARBAROUS 
Check the doors 
to the houses 
you run across. 
You'll find a 
remote inside 
one house and 
Fly Coins in 

| some of the 

` others if you've 
whacked the 
two elves. 


Santa's evil twin is 
hiding out in a cave 
а the top of the 
level. Don't try to 
attack him. 
Instead, wait for 
him to throw a 
snowball then swat 
it back at him with 
a twist of your tail. 
ь WA 
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е: SURVIVE THE gm Maze “е Tm. THREE bao me © STEAL THE MAGIC SWORD 


There are dangerous things afoot, afloat and aloft in this and secret passageways for clues that may lead you to Agent 
haunted mansion. Don't worry—Sherlock Сех is оп the case. Xtra. The truth is in there, but the way isn't always obvious. 
Disguised іп cap and cloak, you'll search through the doors Don't get lost —Follow our trail of digital breadcrumbs. 



















BLUNDERBUSSED 
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The lower right-hand door in the Watch out for the hunters 

house will take you to a maze. patrolling the maze. It's hard to 
Navigate the hedgerows to the say what type of prey they origi- 
lower right-hand side to get to nally were hunting, but they'll 
the room with a remote. settle for a gecko. 
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As you travel through the No, that isn’t red punch іп Be sure to explore the room 

maze of life, don't forget to those water coolers. The on the first floor before you 

stop and eat the Purple Flies. refreshing water has been move on. The hidden room UE 
In the case of this maze, don't replaced with fresh blood. above it holds the last Blood .« à 
forget to hit the Purple TV for You'll need to smash all three Cooler and a remote for J 

an extra life. coolers with your tail. smashing all three. E 
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You'll need to make a big bouncing j jump across the stairwell to get to 
the checkerboard chamber of the armored ghost. Avoid his phantom 
energy blasts as he floats around the room, then try to whack him with 
your tail. Once he’s been exorcised, steal into the next room to steal his 
magic sword. You won't need to go far to find the remote. 





















You'll take two trips to the desert in the second control room, but 
the arid climate is the only thing Tut TV and Western Station 








The swirling Egyptian sands are filled with many pitfalls for 
our intrepid Gecko. If you want to make it to the top of the 
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Make your way down to the bottom-righ 
corner of the pyramid to reach the raft 


launch. Don't jump too much your first time 
through—just hunker down and get to the 
other side. On one of your trips, remember 
to cloud-hop to a Bonus Coin. 











have in common. The next show you flip to, Anime Channel, has 
even less in common with them—aside from challenging play. 


pyramid and beyond, you'll have to jump with care—or you 
might get impaled on spikes or swept away by a raging river. 


SNAKE STOMPING SPIRIT AWAY 


Е 















тч 


Spitting cobras litter the land- 
scape, but they're easy to 
defeat once you learn the best 
method. Avoid their spit wads 
then stomp them. 


vert 


Just jump on the Lost Arks to 
release the spirits inside. The 
first Ark is оп a ledge at the 
beginning of the level; the 
others are in the pyramid. 


HAND _ . GIMME A RA 


HELPING 









4% жене. p ge inis 


The creepy hand on top of the 
pyramid can be a friend or foe, 
depending on how you handle it. 
Make its pounding count. 


PUT 
Open а sarcophagus to find rooms 
holding the three Staffs of Ra. Be 
sure to smack them with your tail 
when you reach them. 


REMOTE REWARD 





prr 4 qi e M 


After fighting your way across 
the water—dodging and whack- 
ing bees—you would think you'd 
get a break on the other side, 
and you'd be right. Climb the 
temple steps to find the remote. 















Ө Visit THE WORLD'S LARGEST Poor MOUND ® COLLECT ze OF 5 CREER ET Me THE OLD MINE 


Сех is recast in this level as the Gecko with No Name. You'll prized remotes. There are plenty of critters that can hurt you, 
have to take him through a tough mining town to retrieve the but the major danger is falling down a hole. 
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THORNY PROBLEM — — CABIN FEVER 









А 





Whatever happened to plain old Check all the doors: There's gold 
stationary plants? The cacti in in them thar cabins. Okay, there 
this town like to sneak up on you, isn't any gold, but there are plenty 
and you should let them. Walking of Fly Coins to collect by bounc- 
past them can be painful. ing around the rooms. 


BAR BRAWL 





HIGH ROAD 





gc NN, 





You can take the high road Mean-spirited animals have 


to get to the playing card overrun the old saloon. 
below the cliff, but you'll You'll have to fight your way 
have to hop across the across the room to get to 
drink to get back. It may the mine entrance and the 
take a few tries. card on the bar. 





| 
| 
| 


То THE. ERRE 





SURVIVAL 


You'll notice a 
pathway leading ң 
straight up from i | 

the mine shaft. After getting past the mob You'll Il happily recall the step- 








Climb up to the of armadillos, all you need ping stones outside once you 
top to get back to do is hop a couple of get to their subterranean 
where you start- chasms for the remote. Of counterparts. Keep working 
ed but at a higher course, if you fall іп, you'll on your timing. You'll get 
altitude. have to start over. there. 
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MME CHANNEL: ET SUSHI GOES Бар. 
тинч THREE ALIEN CULTURE T UBES @ Deactivate THE PLANET- -0- “BLAST WEAPON 
@ FIND AND Destory THe RoaUE MECHS 













At first, the steel girders and ramps of the Anime Channel this earth hover around every corner, ready to end the life of 
may remind you of the safety of the Gexcave, but you'll soon ап intrepid lizard. Stay clear of the dripping green goo, 
discover the dangers of this alien spaceship. Creatures not of | too—it doesn't wash off with soap and water. 





DOWN THE TUBES 


Ud cs The aliens are pumping their 
6,25 a foul green goo from three 

| oa АП alien culture tubes on their 
ship. You'll have to run 
through a gauntlet of drip- 
ping toxins to enter the area, 
but destroying the tubes is 
just a matter of smashing 


them with your tail. 



















IAM 


After beating the Mechs, 
you'll be able to access the 
Planet-o-Blast controls in 
the next room. Find the con- 


You'll have to make several 
` return trips to the Blue TV to 
power up your tail before taking 
| on the Rogue Mechs. Wait to trol box then jump up and 
swallow ie du until just before ia down on it until ПА controls 
* you attack, then give the robots ep | are deactivated. Otherwise, 
_ three tail whacks to knock off = — duse e _ the next unlucky planet 
their heads. по 8 could be your own. 











The bonus pad in Control Room 2 will take you .. 
back to the familiar frozen territory of Holiday | 
TV. This time around you'll have to race the clock 
on your snowboard to win a remote. 


If you think you've seen EU 
, thing that’s on TV, you're 
wrong. Gex will have to 
move through even 
tougher televised adven- 
tures before he can free Agent 
Xtra. After throwing your weight 
around in the WWGEX wrestling 
ring, you can head over to Control 
Room 3 for your final set of missions. 
First up, you'll get a chance to perform 
Fi heroic feats in a city under siege. The Super- 

hero Show turns 
you into a cos- 
tumed crime fighter, 





























ELF BELTING ТАКЕ A DIVE 


















Defy the laws of physics by After you've mis a 

steering your snowboard ир the elves—and check for B pitted against the 
the slopes, then go after the extra time power-ups іп the ^. 27" “> fixas. off еке. ЈЕ wen 
pointy-eared menace. Make houses—slide over to the алаша уну 






survive, you'll move on to your 


sure each elf falls down before right side to fall to the bottom. ; 
final confrontation with Rez. Ж 


you move on to the next one. There's а remote down there. 
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ША „~ д 4 last 4 jobs! THANKS, 300!” 
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Clifton Beaumont I 
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This months selection of games is a microcosm of the Game Boy uni- 
verse as a whole. There are three things you have to remember when 
thinking about Game Boy Games: variety, diversity, and multiplicity. Okay, 
those are all pretty much the same thing— but with all the different types 
of games out there, it's easy to get a little giddy. You say you wanna blast 

bugs? No problem. Card games? Got 'em. Virtual pets? Are you kidding? Lit- 
Че worms battling each other? All day long! You get the idea. 
















The earth has been infested | 

with a swarm of extraterres- ۹ 
trial bugs, and you, brave Armorine, are its last hope. You 
have an objective for each level, but something nearly 
always complicates your mission— power plants die, 
engines fail, giant octopi block your path. Pick up all the 
boxes of supplies that you can and blast any creature that 
gets in your way. 


™ ® and © 1999 Acclaim Entertainment 
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OTHE COMPS 


Your mission is tough, but there are boxes of supplies along 
the way that will help you fight the good fight. Some boxes 
contain health, while others hold strong weapons. 


) Health 


Pick these boxes up to 
raise your life meter. 


B Blaster Amma 


This will keep your basic 
weapon, the Blaster, 
fully loaded. 









Bugs fall faster if you use 
the Laser. 







We've sent out scouts to check the levels for you. Each area has a 
goal, ranging from finding a key to blowing up a derrick. Of course, | 
on every level there are plenty of bugs that will try to stop you. 


Locate the Spaceship 


Plenty of bugs try to stop you from 
reaching a spaceship on the landing 
platform. Move toward the bugs 
when attacking. 


Turn on the Turbines 


The turbines are off-line in the 
power plant. You need to find the 
control stations and bring the tur- 
bines back. Try going downstairs. 


Close the Portal 


This evil-looking portal is one of the 
doorways the aliens used to take 
over the earth. Blast any openings 
to close the portal. 


Locate the Dynamite 


You have to search the area and find 
some Dynamite in order to blow up 
the derrick. Try heading north, then 
west. 





Destroy the Derrick 


Head southwest to find the Derrick. 
Place the dynamite then get out of 
there as fast as possible—or you 
will blow up, too. 





Lightning 
The Lightning will chase 
alien bugs away. 


. that you write down the passwords for 





Many different types of 
alien bugs will plague you on 
your mission to save the 
planet—you will have to 
avoid their fire and try not to 
touch them. 





hield 


Temporary invulnerability 
is yours with the shield. 





Bring Down the Buardian 


The guardian of the mothership 
willattack withbugs and lasers. 
Aim for the center whenit's open. 





heestablish Communication 


Your communication link with Dr. 
“айтп; your main source of informa- 
tion, is down, Find a panel in the 
complex and contact the doctor. 





Fight with Fire 


Three alien pods reside in this dank 
cavern. Your lasers can't destroy 
them, but maybe a little fire could 
heat things up... 





Esterminate the Bugs 


You will need to destroy the bugs to 
earn the weapon that can defeat 
the alien guardian. Aim for openings. 





When you're battling this many bugs, 
things are bound to go wrong. Make sure 


every level, because you have only two 
lives to give for your country, and they 
won't get you very far. 
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Worms: Armageddon is a turn-based strategy game 
in which combat has sunk to the lowest possible 
level. But don't call these worms spineless. The slimy 
soldiers wield their weird weapons like seasoned 
warriors. 


© 1999 Team 17 # CREATE p" 








Getting started with Worms: Armageddon is easy. You need 
to pick out a team of worms you can work with, then you need 


е 3 PTAIN 
to pick out a team of worms you can work against. You can ide 
Led 
e eams. 
even create your own team BARREL. 
a | || HORM * 
- ame Worms Nac 


The Create Game Mode lets you choose from је стент зк ммо 
three prenamed teams—Armadillos, Townies Рарбтичниичт. £ 
or Cowards. You can also create your own team 
from scratch or rename the other teams. In addition to naming your 
team and all the individual worm soldiers, you can also 

determine what sort of landscape the worms will bat- 


tle on and what shape the battlefield will take. 


[шщ Worms 


You will get to choose the opposing team's 
name. You will choose from the same three 
premade teams, minus one if you have cho- 
sen one for your team. Or you can build this 
team, too. 












Two players can play on one Game В 
Color. Everything stays the same, ex 
you will have to hand off the G 
_ buddy when it’s his or her turn. 





The worms have a varied arsenal of weapons to use against each 
other. The bazooka is very powerful and long-reaching, and the 


shotgun is the only weapon that eives two shots per turn. 


Shotgun Fire Punch Blowtorch 
NAUN TAPES ELS After each battle, Un score is di 


EIC i 
=> 


2 BEBASILLOS 


EC E 


ARACE In 1 5807: 
ті жм); 





AED NINTENDO POWER 


(па ме 









The ever-popular, fun- P hours- 
of-fun card game Uno is a good game, but what if 
you don't have a crowd of people around to play 
with you? You pick up Uno for Game Boy, and you 
play a little Uno for one. 







@ & © 1999 Mattel, Inc. 
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а Draw Two 
ка S card to stick the next player 
with two additional cards, which 
ends his turn. Of course, the same 





Luck af the um thing can happen је 

Uno is basically а match-the-colors- “ы 

or-numbers card game. Special cards hM 

may require you to draw cards or A 

skip a player. м 
Draw Four 


The Draw Four really gives you the 
advantage. Not only can you add four 
cards to the next player's hand, you 
also change the card piles color to 
whatever you want. 


Іші 


When you are down to one card, you 
have to say "Uno" or you will have to 
draw 2 cards. To do this, hit Select 
and choose "Say Uno" from the 
options. 


















Wild Card 


Like the Draw Four Card, the Wild 
Card allows you to change the pile's 
color to whatever color is best for 
you. Unlike the Draw Four, that's all 
this card does. 


What's the Score? 


Points are tallied by adding up the 
cards remaining in everyone's hand 
and giving all of those points to 
the winner. Only one person 
scores per hand. 


S. 








cmm E Swab the Decks „*^ а 


^w Several Special Packs are lo diio the Game Boy version of 
SPECIAL РАСА Uno. The ae play ato but the styleis very differ- 
500 PIS : ent. Wild West, Space and (how Game Boy a-Go-Go!) Groovy 
; e th re for the dealin’, 
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The Petz Store is open and has lots of Dogz that 
would make great playmatez for you. These virtual 
pets are friendly and cute, but taking care of the vir- 
tual man’z best friend is no walk in the 
park. You will need to feed, groom and 
play with the Dogz to keep them happy. 


©1999 The Learning Company 


When the game begins, there is only one virtual dog to D nbOPTION VE: Ў | 5 | 
play with or adopt. Choose this dog and make it һен jE Ab QE 000 
h „ША tire it. A new doe will appear. Man xu uM M | Youcan try out a puppy before you.commit 
А d in lectable thi г | | xu s AES to it. Each breed acts a little differently and 
ogs CD Cece тегин Way. ҚАРАДЫ „| has different needs. When you've founda 
ч ы ылы ма е ма © Î pet you like, you сап go back and adopt it. 
Fick a Pooch oS 124-5515 





A whole kennel of pre-named Dogz can be 
Uncovered by adopting then retiring happy 
Dogz. There are three types of Dogz to 
choose from—Mutt, Scottie and Chihuahua. 








=) Plau Time 


4 You can play with your pet with the toys 
from the shelf, and you can even use the 
| digital hand to pick your pet ир and move 
| it around. 


You've adopted a pooch, and now you need to care for 
it. Puppies need food and water, of course, but you also 
have to play with your pet if you want it to be happy. 







Іші 


Check your puppy s status often by paus- 
ing the game with the Start Button. Feed 
it when the Hunger Bar starts getting 
high. Your pet might also tell you when 
it's hungry. 







TO SWAP PETZ 





ш Quer te 1 


hi Supplies INFRARED PORTS If you're really proud of a i particular pet, you can use | 
The shelf contains all you will need to make your Dogz || o NE 


the Game Boy Colors infrared ports to send the Dogz 
(or Catz, if you're playing Catz) over to your friend's 
Game Boy Color and Dogz Pak. Just line up the Game 
Boys and press the A Button to connect. | 


happy—water, food, toys, grooming supplies and more. 
Use the Start Button to pause the game, then look at 
Petz Status to see if your puppy is hungry, tired, sick) 
messy ог unhappy. 


CONNECT 
|| PRESS 'B' TO CANCEL 


GE NINTENDO POWER 











_ Cat people haven't been forgotten: Catz has practi- 
™ cally the same setup as Dogz, and it’s played the 
_ same way. Virtual Catz can't scratch the furniture or 
catch mice, but they do get hungry and tired. 










©1999 The Learning Company 


Catz are also unlocked by adopting a few then retiring them 
while they re happy. Don't be put off by the word "retire," you 
-an still sel i 








^) [at's Cradle 


Play with each type of Cat before you set- 
| tle on one. A fluffy Persian is cute, but 

maybe the Calico's playfulness will make it 
a better pet. When you're ready, adopt the 


12 its a good idea to ae then kitten and give it a good virtual home. 


ew Catz to get a better selection, 
in Calico, Persian and Siamese. 











ИСТ Сао 


Catz are just as needy as Dogz and will require a lot of attention to stay 
in good E You'll probably spend more time grooming a Persian 
than you would a Calico. Other differences become clear after time. 












Meow! Chow? 
Your kitten willmeow wh 

Or when it's bored. Or wi 

a your pet's status to find out what 
needs 





Рр 

Cat Care 

All of the things you need to care for your cat are 
on this shelf. The pillow will make it more comfy 
whenits tired, and the spray bottle can be used 
to discipline the cat when it misbehaves. Try each 
of the items out to see what they're used for. 


Once you select a breed of Catz, you can rename it 
and choose a nice color for it. When you adopt then 
retire a cat, more cats (with wackier coloring choices 
and cool names) become available to select. Over 20 
Catz are packed into the cartridge, and each is а little 
different. The same is true if you are playing Dogz. 
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Uick-y Moyse 


The rapid rodent is back on the Game Boy. Speedy Gonzales: Aztec Adventure 
follows the fastest mouse in all of Mexico as he runs, jumps and collects 
cheese through six exotic locales. Speedy starts out in a tranquil little 
Mexican city, but things get more dangerous from there. He'll have to 

learn how to get around wind, fire and water worlds, and he just 
might tangle with a few other Warner Brothers stars 
before his adventure is over. 


© 1999 Warner Bros. 


Dunmerang 


The boomerang doesn't f 


have to come back toy 0 
Cheese Attack before you фром 
The Cheese BR take o. OU 
Smoke ші 


everything in the 
they bounceval 
One of these explosives 
will take out a bad guy 
instantly—if you aim well. 





very TEET and each requires 
totally different aiming techniques. 
Our mouse hero has no weapons to 
start with, so break open a few ques- 
tion-marked boxes ‘til you find one. 



















ong the levels 





Cheese Balls 


This is weapons-grade 
cheese—two Cheese 
Balls will shoot off in 

opposite directions. 






Give your enemy the old- 
cartoon-style hot foot 
with the Rolling Fire. 


against many cats, birds and self-pro- 
pelled shoes. Vaya rapidamente, Speedy! 





Mexican City Wind Country Water Country 


This is a world where Speedy has to hold Who knew mice 
speedis of the on to his sombrero in could swim? That's a 
utmost importance. this treacherous, good thing for 
Speedy even jumps in tornado-infested Speedy, because 

a speedboat. world. this world's all wet. 





Jaguar Country Fire Country The Temple 


The fierce Jaguar Speedy will be one Pick up the power- 
doesn't show up until hot tamale if he lands ful hammer on this 
the end of this jump- in the lava in this world to offer up 
heavy world. fiery world. Jump tons of damage to 
carefully. the mummies. 
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Oddworld Adventures 2 traces the story of the 
Mudokons hero, Abe, and his journey to Necrum to 
stop the horrible Glukkons from desecrating the 
Mudokon graves. You control Abe, and, 
in turn, he can possess an enemy and 
control him. Abe also has a bit of a flat- 
ulence problem, which is actually very 


useful. Yeah, that's pretty odd. 





©1999 Oddworld Inhabitants Inc. 





ETT a: 
THIS HERG NAY FREE 
THE FHUDOUKUM RACE. 





Locks Big and Small 


Abe's size changes, and 
Use the A Button to es size Changes; ап 























there are things he can 
punch open locks. do when he’s small that 
Sometimes, Abe he can't when he's big. 
gains powers from And vice-versa. 
the locks. 
Partholes Sneak 
Keep your eyes 
open—you never Tap the Select 
know where the Button once to таке 
next porthole to Abe sneak past ene? и 
a different area mies 50 пе doesnt "4 i 
will be. have to fight. 
з — As you guide Abe along the paths of Necrumy 

Switches Possession you will come across manmydifferent items and 

areas. Sometimes you need to sneak around or 
AW ي‎ е at oe oe. actually possess another character to continue. 
or hard to spot. another character. 
They open new Ноја ом Select to 
passages for Abe. possess and control 

enemies. 





Abe has to communicate with his fellow Mudokons to lead 
them to safety. He might also have to ask them to work with 
him on certain puzzles. 







Use these button 
to the Mudokons | 
runinto on this + 
Oddworld Adventure. Follow Me” 
You can also speak 4 
through the charac- Wark 
ters you possess to 
open doorways. 
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An eccentric little RPG with a ton of fishing thrown in for fun, Legend 
of the River King is unlike any other game—well, except for the first 
version of this game, which wasn't opti- 
mized for GBC. You are sent on a journey 
to catch the Guardian, a legendary fish 
that is the key to curing your gravely ill sis- 
ter. You will need to earn money, upgrade 
your equipment and fish like a champ to 
make that happen. 


© 1998 Victor Interactive Software 
` Inc./Natsume Inc. 





апа fish raising elements add"some.inreresting wrinkles to 


These maps provide a guide to part of the overworld, 
the game play. 


and highlight the new bridges that make traveling from 


(5 BE quem The (0 as | place to place much simpler in this version of Legend of 


er ing. 


the River King. 
Your sister is sick, and you mother asks you to 
catch a special fish to make her better. There are 
many things you will need to learn, and an entire 
adventure to get through before you will reach the 
fish that will cure your sister. 


Angling 

You have only a rod with a float on the end 
of it at the beginning, but once you start to 
catch fish you can trade them in for money 
and better equipment. You'll need to learn a 
lot about fishing if you want to get your 
hands on the Guardian. 





[шї 
Search the overworld looking for good places to fish, nice 
places to stay and fishing supply stores. As you advance 
EU through the game, more of the overworld will be revealed 
Ш until the entire world is at your fingertips. 





Conversation 


Talk to everyone you meet to learn more 
about fishing, making money and where 
М the Guardian lives. You will get most of 

. your information this way, so pay close 


attention to what the people you talk 1 
2. Пеш Bridges 













The overworld sure 
looks pretty in color! 
Legend of the River 
King has many areas 
for you to explore. 
New to this color- 
upgraded version are 
these bridges that 
make it easier to navi- 
gate around the over- 
world. And, of course, 
this gorgeous color. 


The Raise Mode starts,you off with a tiny fish 
egg, which you must nurture into a healthy 
fish. Carefully select yotimfishs habitat and 
food, and watch the condition of its tank. You 
want a happy, healthy fish in a clean tank. 
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* Shred on a snowboard or take a 
wild kangaroo ride! 


* New swimming and gliding moves! 


* Over 4,500 frames of character 
animation and nine соо! disguises. 


* Climb walls and ceilings with 


Eidos Interactive, 651 Brannan Street, San Francisco, CA 94107 à SERO 
GEX, the GEX character and the related characters are trademarks of Crystal Dynamics, ©1999 Crystal Dynamics. Crystal Dynamics is à wholly owned subsidiary of Eidos Interactive. Eidos; Ei 
Interactive, and the Eidos Interactive logo аге all registered trademarks of Eidos Interactive, Inc, and Eidos Interactive, Ltd. © 1999 Eidos Interactive, Inc. All rights reserved. Nintendo, Game Boy, 
Game Boy Color and the Official Seal are trademarks of Nintendo of Ai a Inc. € 1996 Nintendo of America Inc. Licensed by Nintendo. The ratings icon is a trademark of the Interactive Digital 
Software Association. 1 





40 WINKS 


GRAPHICS: The 3-D cartoon—night- 
mare environment of 40 Winks is 
dazzling, and the special effects such 
as the candles that the heroes carry seem 
to glow with real energy. The textures and 
colors throughout are sharp and rich. 
PLAY CONTROL: Movement and jumping 
controls are quite good, which is critical 
because there're lots of areas where agility 
is required. Players must also learn to time 
their attacks properly, because theres a 
delay period between attacks. 

GAME DESIGN: Although 40 Winks has 
an original story and look, it feels a lot like 
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ALA NINTENDO POWER 


Wake up to a magical sleeper from GT Interactive. 


Banjo-Kazooie. That's a compli 

ment, even if it's not quite as 

big or bold as B-K. The two- 

player cooperative mode is a wonderful 

addition. 

SATISFACTION: Players of all ages will 

enjoy this bedtime tale. Тһегез variety, 

humor, great graphics, good control and 

clear goals. 

SOUND: The musical pieces are outstand- 

ing in 40 Winks—playful, melodic, and 

suited to the environments where you 

hear them. There is some voice, as well, 

and lots of nice sound effects and cues. 
COMMENTS: 
Scott-Some of the 
platform elements are 
predictable, but over- 
all it's a very nice 
game. Sonja—It’s 
gorgeous! Think 
adventure and action. 


• GT Interactive/256 
Megabits 


e 1 to 2 players 
simultaneously 


• Controller and Rumble 
Pak compatible 


• Expansion Pak 
enhancements 


• Cooperative adventure 
mode 


the hero and 

| heroine of the | 
| game, use attacks such as | 
| screaming and waving | 


1 
| CONTENT RATED BY 
(ESRB 


| their candles. This mild | 
| approach won 40 Winks an | 
| EratingfromtheESRB | 
| without additional 

| comments. А 
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MARIO PARTY 2 


GRAPHICS: The animation, color and 
sharpness are all improved in this 
years version of Mario Party. As you 
might expect, it's bright, flashy, and goofy, 
and theres a lot more animation on 
boards and in minigames than last year's 
Party. 

PLAY CONTROL: Some of the minigames 
still require stamina on the Controller, but 
most of the control sequences are skill- or 
dexterity-based. 

GAME DESIGN: Once again the name of 
this game says it all. It’s a party, best 
played with multiple players. The one- 


I NINTENDO 64 





GRAPHICS: Acclaim’s latest may look 
like Turok on the surface, but once you 
get into the game it has its own gritty 
reality. Even more impressive than the big 
environments are the character and bug 
animations. 

PLAY CONTROL: Armorines uses the 
familiar Turok control scheme. Movement 
is smooth and aiming is precise, particu- 
larly with the Auto Aim feature. Players 
also have the option to customize the 
speed of the Control Stick. 

GAME DESIGN: Each area has several mis- 
sion objectives that are more important 
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Mario is the life of the party in 2000. 


player game has been speeded 
up, so it's more fun than before. | 
There are plenty of options for | 
just playing the minigames, as well. 
SATISFACTION: With six new worlds, 44 
all new minigames and 20 updated mini- 
games, Mario Party 2 should be the belle 
of the ball. The theatrical introduction 
starring the main characters is lots of fun. 
SOUND: The music is bright and the 
sound effects range from comical bells 
and whistles to ambient jungle drums. 
COMMENTS: Dan—The graphics are much 
improved from the first game, bigger charac- 
ters, better animation, 
nicer boards. 
Andy-Some of the 
minigames are great, 
some are disappoint- 
ing, but overall it’s the 
best party game ever. 


Don't get bugged—get even in Armorines. 


than blasting bugs. Players have 

to deal with characters, explore 

large areas, and figure out puz- 

zle elements in addition to staying alive. 

The split screen, cooperative mode lets 

two players gang up on the baddies. 

SATISFACTION: If you like first-person 

action, you'll eat this one up, and the two- 

person mode adds a wonderful extra 

dimension. 

SOUND: Acclaim’s London studio excels at 

creating thematic music. In this case, it’s 

tense and brooding like the game itself. 

Weapon and bug sounds are also excellent. 
COMMENTS: 
Scott—It’s the best 
bug hunt on Earth. 
Nate—It’s kind of 
scary, but there aren't 
any real innovations. 
I'm still waiting for 
Perfect Dark. 


* Nintendo/256 Megabits 


e 1 to 4 players 
simultaneously 


e Rumble Pak compatible 
• 6 Boards 


e Save Minigame Land, 
Overall Game, or Board 


Other than some 
harmless but 
humorous head- 


| CONTENT RATED BY B 
ESRB 


| bonking, Mario Party 2 is as 


| innocent as a kitten, which | 


- is whyit gets an E rating 

- from the ESRB. Most of the 

 minigames are races or 
timed events of one sort or 

another. 


• Acclaim/128 Megabits 


e 1 or 2 players 
simultaneously 


e Controller and Rumble 
Pak compatible 


e Expansion Pak 
enhancements 


e 5 worlds 


HOW IT RATES 
Armorines may 
«Emm 00851 some of 
ESRB 
and highest splatter fac- 
tor, but these alien bugs 
| get everything they 
- deserve. Armorines 
| deserves, and gets, a 
T rating from the ESRB. 


the biggest guns | 
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ROADSTERS 


GRAPHICS: Each of the exotic courses 
is loaded with details and off-track 
animations, but it’s the roadsters that 
star in this game. Some of these two- 
seaters are based on real models from 
Alpha Romeo, Renault, Fiat and Lotus, 
while others are pure fantasy cars. Players 
will feel the speed of the open road. 

PLAY CONTROL: Steering these little rock- 
ets is a lot easier than with many driving 
sims. Roadsters has a tight, arcade feel. 
GAME DESIGN: The Roadster Trophy 
Mode begins by throwing you into a six 
race season in the 3rd Division. The 


| NINTENDO 64 


GRAPHICS: In your face mud, jouncing 
rides, big arenas, tight turns and rut- 
ted tracks all scream Supercross. EA 
Sports has the faces of all the riders and 
sponsor logos, including РАСЕ Motor- 
sports and the AMA. The frame rate is a 
bit slow, particularly when you're in a pack 
of bikes, but the rider animation is 
sharp—well worth running a replay. 
PLAY CONTROL: Supercross racing is full 
of brutal corners with banked berms, 
waves of whoop-de-doos, and punishing 
double and triple jumps. Players have to 
feather the clutch (Z Button) to get 
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Welcome to ragtop racing on the N64. 


money you earn can be spent 
on upgrades or new cars as you 
graduate to the higher divi- 
sions. Other modes include Multiplayer, 
Quick Race and Time Trial Modes. 
SATISFACTION: Casual racing fans will 
have the most fun with Roadsters because 
of its forgiving play control. Expert drivers 
should at least give it a spin to road test 
the cool cars. 
SOUND: The music isn't much, but the 
sound effects of the engine, road noise 
and crashes are fine. The driver comments 
are a waste of space. 
COMMENTS: 
Scott—A nice mix of 
tracks and cool cars. 
Nate—Not much 
difference between 
differing road condi- 
tions or different 
car models. 


SUPERCROSS2000 __ 


It's the biggest deal on two wheels. 


around the corners quickly. 

The freestyle controls, on the 

other hand, are simple and fun. 

GAME DESIGN: Supercross 2000 packs in 

the real races and sites, plus Quick Race 

Mode, Practice and Two-Player Modes. 

SATISFACTION: Everyone will love 

freestyle, but you'll have to put in some 

practice before threatening to win the reg- 

ular circuit. 

SOUND: The sound track rocks with the 

riffs from MxPx, Pulley and The Living 

End, and the bike engines snarl. 

COMMENTS: Scott— Control could be 
tighter but the 
freestyle is fun. 
Andy— The action 
seems sluggish. 
Nate—I wanted 
more stunt trachs. 


e Titus/96 Megabits 
e 1 to 4 players 
simultaneously 


e Controller and Rumble 
Pak compatible 


• 10 tracks 
e 34 cars 


is a straight E 

title all the way. 
The ESRB agrees, even if 

· the game is alittle 

· racy...pardon the pun. 


| CONTENT RATED BY 
ESRB 





e EA Sports/128 Megabits 


e 1 to 2 players 
simultaneously 


e Controller and Rumble 
Pak compatible 


e 24 riders 
e 15 tracks 
e 3 freestyle arenas 


| EVERYONE 


Even if you catch 
huge air and fly 
off your bike, no 
- one gets hurt in Super- 
cross 2000—unlike the 
геа! sport—so the ESRB 
gave this sim a big, phat E. 


| 
| 


] comet tetto ar 
LLLI 
1 


HOW IT RATES 


GRAPHICS 


PLAY 
CONTROL 
76 


GAME 
DESIGN 
7.2, 


ЅАТ. 
ro 


SOUND 
7.0 


ММТЕМРО 
POWER 
STAFF 

SCORES 





GRAPHICS 


PLAY 
CONTROL 
6.3 


GAME 
DESIGN 
7.6 


SAT. 
76 


SOUND 
3.2 


NINTENDO 
POWER 
STAFF 

SCORES 





GRAPHICS: Worms looks as if it could 
have been programmed for the Super 
NES, but the look is part of the fun 
and charm of the game. The backgrounds 
are subject to being blown up by the war- 
ring worms, and they become a strategic 
part of the game. On some TVs, message 
boxes may appear partially off the screen. 
PLAY CONTROL: A big part of the chal- 
lenge of Worms is learning how to control 
the many weapons. With practice, they'll 
begin to make some pro shots. 

GAME DESIGN: Worms is one of the more 
inventive games to appear in recent years. 


| NINTENDO 64 


GRAPHICS: One of the earliest smash 
hit video games blasts into the 3-D 
age. The asteroids have bulk and the 
four ships look nice, although they're still 
as small as the triangle ships in the origi- 
nal game. Spacey backgrounds, warps, 
alien ships and explosions add impact. 
PLAY CONTROL: One of the coolest 
aspects of this new Asteroids is the pres- 
ence of four ships each with different rat- 
ings for rotation, thrust, shield and 
firepower. New controls include a shield 
and quick warp control that pops your 
ship around the screen instantly. 
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WORMS: ARMAGEDDON 


The worms go marching on the N64. 


It requires strategy, quick think- 

ing, practice, spatial skills and 

appreciation of the raw Worms 

humor. 

SATISFACTION: Players who stick with 

Worms for more than a few minutes will 

begin to see its magic. If you're looking for 

instant gratification, you may not want to 

open this can. The multiplayer mode and 

options are great. 

SOUND: The comments of the worms 

themselves are very funny. Sound effects 

such as the explosions add to the fun. 

COMMENTS: Sonja—You'll lose track of 
time. Andy- The 
learning curve is steep, 
but once you're over 
the hump it's a blast. 
Nate—LOVED it! The 
design is impeccable. 
It’s a multiplayer 
must-have. 


ASTEROIDS HYPER 64 


Crave's Asteroids Hyper 64 runs on steroids. 


GAME DESIGN: Even after 

twenty years, the Asteroids con- 

cept remains appealing. One 
astronaut, one ship, one cannon, and tons 
of space debris hurtling toward you. 
You've gotta love it. The play in this new 
version is more involving, but also more 
confusing and scattered. The multiplayer 
options add to the replay value. 
SATISFACTION: This version has some 
nice additions to the original game, but 
theres not much wow factor. 

SOUND: The music would fit nicely into a 
'505 sci-fi flick—sort of eerie and metallic. 
COMMENTS: 
Scott- It doesn't seem 
as well balanced as 
the original, but it's 
still fun. Andy—It's 
difficult to see against 
dark backgrounds. 


I SS SWAR з 
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e Infogrames/96 Megabits 


• 1 to 4 players 
simultaneously 


e Game Pak save 
• Edit team option 


| 

| ت‎ and animated 
violence in Worms, butit | 
still awarded the game a 

| Erating. The violence is 
unrealistic and cartoon- 
like in nature, while 
the language is mostly 

| humorous 


• Crave/32 Megabits 


e 1 to 4 players 
simultaneously 


• Controller and Rumble 
Pak compatible 


e 4 ships 
e Classic Asteroids 
e 2 multiplayer modes 


| EVERYONE [И 
| 


| 
| CONTENT RATED BY 
1 ESRB 


| get you more than an 

| Erating from the ESRB. 
_ Asteroids is full of guilt- 
| free blasting! 


HOW IT RATES 


HOW IT RATES | 
You may һе blow- | 
ingupasteroids, | 
but that doesn't | 
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GRAPHICS: Whether you're watching 
the underwater Lure Cam or speeding 
around the lake in your bass boat, the 
graphics in Bassmaster 2000 present a 
realistic picture of fishing bliss. There's 
quite a lot of fog in the distance, but the 
water, lures and fish all look good up close. 
PLAY CONTROL: Bassmaster 2000 
gives video anglers lots of controls, 
including excellent drag adjustments 
and quick shifts from fishing to driving 
and other functions. The casting con- 
trol requires patience and skill to 
achieve exact placement. 





Another classic returns in 3-D. 


GRAPHICS: The new 3-D graphics of 

Space Invaders for the N64 may be eye 

candy, but the alien ships look evil 
enough to blast without remorse and the 
explosions add to the sense of imminent 
danger. The futuristic backgrounds don't 
add anything to the game play, but they 
help set the scene. 

| PLAY CONTROL: You can't get much sim- 
pler than Space Invaders controls. Players 
move the cannon horizontally, shoot mis- 
siles vertically, and pick up specials and 
trigger them at appropriate times. 
GAME DESIGN: New elements for the N64 
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BASSMASTERS 2000 


THO angles for a holiday catch. 


GAME DESIGN: With seven 

tournaments altogether, and a 

Quick Fishing Mode and Cast- 

ing Contest, Bassmasters 2000 is 

loaded with goodies. The two-player 

option is great. 

SATISFACTION: The challenge level of 

Bassmasters 2000 ramps up as you 

progress in the game. Diehard anglers will 

love that, but even rank amateurs will 

have fun fishing in Exhibition Mode or 

the Casting Contest. 

SOUND: The voice commentary gets old 

very fast, but the sound effects are excellent. 
COMMENTS: 
Andy-The create-an- 
angler feature was 
nice. Nate—It was 
easier to catch fish in 
this than in Bass 
Hunter but more 
entertaining. 


version of Space Invaders 
include big bosses and special | 
power-up items. The two-player 
option puts opponents on the same 
screen trying to clean up more aliens than 
the other. Hidden within the game is the 
original arcade version of Space Invaders. 
SATISFACTION: Nostalgia buffs should 
enjoy the return to simple shooting, but 
this game has more to it than the original 
and should prove to be just as appealing 
to a wide range of players. 
SOUND: Fitting music and nice sound 
effects for the new game will keep your 
hand off the volume 
control. 
COMMENTS: 
Scott—A great way to 
kill some time. 
Andy-The power-up 
system adds a great 
new twist. 


e THO/96 Megahits 


e 1 or 2 players 
simultaneously 


• Controller and Rumble 
Pak compatible 


* 4 game modes 
e 7 tournaments 


agree with the 
ый ESRB' rating 


| ofEonthisone,butthen 4 


again they're only virtual 
fish. 


• Activision/64 Megabits 


e 1 or 2 players 
simultaneously 


e Controller and Rumble 
Pak compatible 


• Expansion Pak 
enhancements 


• 100 levels 
e 10 bosses 


| EVERYONE 


Space Invaders 
урет May Suggest 
‘ESRB 
| game seems tame in 
reality. The ESRB agreed 


| that the alien threat isn't ` 


- serious and labeled SI 
with an E rating. 
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PAPERBOY 64 


Extra! Extra! Paperboy returns! 


GRAPHICS: The development team 
created a simple but suitably cartoony 
look for the 3-D graphics in Paperboy 
64. Every element is sharp edged with flat 
textures. Aiming the paper can be tricky 
because of the camera perspective. 

PLAY CONTROL: You'll ride your bike, 
throw papers and pull stunts off jumps, as 
well. Most moves are fairly easy to do. 
Movement on each route is on a track so 
where you go is limited. 

GAME DESIGN: Yet another classic arcade 
game has arrived for the N64 with new 
3-D graphics. As a paperboy or papergirl, 
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GRAPHICS: Its amazing to see how 
much detail made it into this game. The 
animation may be fairly simple, but the 
programmers even manage to convey emo- 
tion using broad movements. Battle 
screens have very little animation, though. 
PLAY CONTROL: The most complex con- 
trol functions in DWM are working 
through the Battle menus. A little prac- 
tice, though, and even the many layers of 
menus become easy to navigate. 
GAME DESIGN: The story is fun, the bat- 
tles are vintage Dragon Warrior, and the 
extras such as the VS. Mode and Breeding 
Mode are as cool as any- 
thing in Pokémon Blue, 
Red or Yellow. The 
emphasis on building lev- 
els is typical of a Dragon 
Warrior game, but there 
seems to be a better mix of 
story elements, explo- 


nix in Japan ani] Fidos 


your main task is to deliver the | 

Daily Sun to the homes of sub- 

scribers. That job involves 

steering the bike, avoiding obstacles and 

baddies, and throwing the paper on a 

porch or in a mailbox. There are secret 

codes and three levels of difficulty. 

SATISFACTION: Fans of the original game 

will want to check out the latest reincar- 

nation, but the 3-D routes give the game a 

much different feel. The stunts are fairly 

limited, as is the replay value. 

SOUND: The music and sound effects seem 

as flat as the textures on the cartoon figures. 
COMMENTS: 
Dan—The game is 

{ forgiving, making it 

suitable for younger 
players, but possibly 
too simple for older 
gamers. Jason—Yester- 
day’s news. 





in North America. 


ration and level building in this game. 
SATISFACTION: RPG fans will have a huge 
new world to explore, and the random 
map generation keeps DWM fresh. Poké- 
mon fans should also take a look. These 
monsters may not have the personalities 
of Pokémon, but the game offers some 
similar features and some extra depth. 
SOUND: Expect an amazing amount of 
high quality music for Game Boy. 
COMMENTS: Scott—This is more than a 
Pokémon clone. It’s very much a Dragon War- 
rior title, but with some fun new elements. 
Nate—More of an epic feel than Pokemon. 
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* Midway/96 Megabits 
• 1 player 


* Controller and Rumble 
Pak compatible 


• Secret Code menu 
• 25 routes 


• Paperboy and Papergirl 
characters 


HOW IT RATES 


You may fall off 
xx your bike or get 
id chased by a 
| ghost, but the only thing 
| objectionable about | 
| Paperboy is that you might 
- not get your delivery on 
| time. The ESRB gaveit a 
- straight E rating. 


e Ejdos/16 Megabiis 


e 1 or 2 players 
simultaneously 


* Game Boy Color and 
Game Boy compatible 


` e Game Link compatible 


• 1 game save slot 
• VS. Mode 
e Breeding Mode 


HOW IT RATES | 
| Dragon Warrior | 
| Monsters 


КЫШЫ received an E 
| rating from the ESRB. 

| Monsters are never 

| killed, just knocked out, 
| so theres little 

| suggested violence. 
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Gex is on the job 


GRAPHICS: Gex is a large and colorful, 
2-D side-scrolling version of the N64 
Gex game. The details and use of color 
in this handheld version are great, and the 
animation of Gex isn't bad, either. 
PLAY CONTROL: With fewer buttons 
| available on Game Boy Color, Gex doesn't 
have quite as much variety to his move- 
| ments. The basics include tail hits and 
pogo jumps. Control is fairly responsive 
and seldom gets in the way, except for 
some jumps. у 
| GAME DESIGN: The levels are pretty much 
the same as those in the N64 game, but 
the mission objectives are 
often watered down. That 
isn't to say that Gex 3 for 
| GBC is easy. The huge 
stages are like mazes—not 
a lot of enemies, but lots 
of wrong ways to go. Gex 
must collect remote con- 


| GAME BOY COLOR 


Маме меми 
кои 


Infogrames introduces its imposs 


GRAPHICS: The backgrounds are nicely 
detailed, and Ethan Hunt and the 
other characters in the game are fairly 
large. The lack of richness in the colors is 
a disappointment, but the somber palette 
does seem suited to the cloak and dagger 
nature of the game. The Agent Organizer 
screens are pretty simple. 
PLAY CONTROL: In the game, play con- 
trols include movements such as walking, 
| jumping, running and crawling and some 
selection of items. The item selection sys- 
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tem is automatic and a bit confusing. 
| GAME DESIGN: In addition to the10- = 
action game with mission == 
| elements similar to those 
| in the TV series, there's a 
calculator, a notepad, a 
secret messaging system 
and a totally cool univer- 
| sal remote control func- 
tion for electronic devices. 
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GEX 3: DEEP POCKET GECKO 


) with a license to lick. 


trols to move into new areas in his search 
for Agent X. 

SATISFACTION: Gex fans will miss the 
humor of Dana Gould, which is one of the 
best parts of the N64 games, but the 
action should keep platform fans happy. 
SOUND: The music is very good and the 


sound effects are bright and effective. 


Unfortunately there was no way to 
include the great one-liners from the N64 
game. 

COMMENTS: Scott- There's a lot here if you 
like jumping and mazes, but the game lacks 
the fun enemies of the N64 title. 
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MISSION: IMPOSSIBLE 


sible missio 


SATISFACTION: The game may become a 
hit just for the extras, but the missions are 
overly simple. 

SOUND: The Mission: Impossible theme 
music is remarkably good. 

COMMENTS: Scott—It’s innovative and it 
turns your Game Boy Color into a neat 
gadget. Sonja—Some of the strange color 
combinations made certain areas more 
difficult than they should've been. Nate- The 
infrared features add a lot to what would be 
an iffy game otherwise. 


e Fidos/8 Megahits 
• 1 player 

e Passwords 

• 12 worlds 


HOW IT RATES | 
The mild.animat- | 
4 edviolencein | 
mé Gex 3 includes 
the heroic lizard thrashing 


| things with his tail, swal- | 


lowing flies and hopping 
on enemies. The ESRB 
gave it a rating of E. 


e Infogrames/8 Megabits 


e 1 or 2 players 
simultaneously 


e Battery-backed memory 
e infrared port capabilities 
e Agent Organizer Mode 


HOW IT RATES | 
Ml hadn't 
receiveda rating 
by our deadline, 

but it may receive a 

| Trating because players 

| shoot NPCs with hand- 

| guns just like spies in 

. the movies. : 
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ARMORINES Big or small, Armorines is a great bug hunt. On Game Boy 
• Acclaim/8 Megabits Color, this action adventure seems almost as big as the 
* 1 player 

* Passwords Бете 
• 9 stages 

• Game Boy Color exclusive 


N64 version. The bugs are smart enough to give players | UAM ee E ; oL 6.7 
fits, and the adventure element keeps things interesting. || ES GAME DESIGN 6.7 
It's a good-looking game, too, and the music is surprising- | CC EA ‘SAT 6.7 
ly effective at creating a dramatic mood. SOUND ZO 


SPEEDY GONZALEZ Speedy races through six worlds and multiple stages, 
• Sunsoft/8 Megabits collecting cheese and avoiding enemies. The beautiful 
g graphics and bouncy music will keep players glued to the 
* 1 player Меч screen of this classy little platformer. When Speedy 
• Passwords gets moving over the speed arrows, you could almost 
* 2 am er ne mistake him for that blur of a hedgehog. 
* Game Boy/Game Boy Color 
ODDWORLD ADVENTURE 2 ШЕ must free the Mudokon people by pos p г 
Е - = elp him in his quest. He gives commands such as "Follow 
: xi Wap p ruens Ме" and "Work" to get the Mudokons to help out. The 
sn ау d graphic style of the game fits the weird, alien world, but 
qud e» | the locker room humor seems out of place. The actionis 


ni amix of puzzles and skill. It is truly odd. 
e Game Воу/ Game Boy comp ==== 


CATZ Mindscape and Saffire teamed up to create the Virtual „ү 7 GRAPHICS 65.65 
; : Petz series, which includes both Catz and Dogz. In Catz, Д анма Ж 

5 T 2. Өй you'll choose a pet feline from the Petz Store, play with n RUE о 

d nel od an Wi. it, feedit, and generally do what you would do with a Am CANE DE 

nu VUE EIU real cat. The goal is to earn high affection ratings and OP 3 

Е о | wind up in the Pets Hall of Fame. 

D0GZ Although pet owners may argue about it, Dogz is pretty 

; А much the same game as Catz, except that you own a 

г Neuse В Ме Mutt, Chihuahua or Scottie dog, If you have a friend with 

2 B aids Шул Dogz, the two of you can trade Petz or toys. Unlike 

Ste А н moy Tomagotchi-type virtual pets, these Petz mature in a 

И а E о few hours of play time and never die. 
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9 mew, destructive tank 
models - a grand total of 12 
tanks to toast every towm 





Furious 4-player 3 
head-to-head combat om 
foreign and domestic sh 





More insane weapons 
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imternational landscapes 
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TOMB RAIDER 


fest 





ага 15 huge on GBC. 


DISNEY’S TARZAN 
с? 
| 3 


Activision goes ape. 


HYDROTHUNDER 





(3152) NINTENDO POWER 


LARA CROFT 
RAIDS NINTENDO 


ak Watch readers, hold on to your 
whips. Pak Watch has uncovered an 
exclusive treasure from Eidos Interactive. 
Yes, the unbelievable is coming true, and 
we have the screen shots to prove it. Long 
the poster girl of the Playstation, Lara 
Croft will soon be in the hands and 
pockets of Game Boy Color players, so no 
matter where you go to search for treasure, 
Lara сап go along for the Н 
fun. Tomb Raider for 
Game Boy Color features 
a new story involving 
The Dream  Stone— 
an ancient Aztec relic 
with mysterious powers. 
When Lara discovers the 
Stone in a ruined temple 
in South America, she is 
transported to another 
world. Eidos' plans for 
Tomb Raider are as ambi- 
tious as Тагаѕ dreams of 
archaeological booty. The 
development team plans 
to include full-motion 
video cut scenes for relat- 
ing story elements and 
2000 frames of anima- 
tion for Lara's move- 
ments. In fact, the plan is 
to include practically all 
of the moves from the 32- 
bit TR games. As amazing 





as this seems, the design team at Core has 
a firm grasp of the technical capabilities of 
Game Boy Color, and they plan on push- 
ing it to the limits. The entire game is set 
inside one vast temple with five levels 
including a Royal Tomb, some Treasure 
Pits and a Volcanic Temple. Lara will have 
to solve puzzles and manipulate things in 
the side-scrolling environment, and she'll 
have to keep an eye out for 
enemies, as well. If all goes 
as planned, the smallest 
Tomb Raider may become 
one of the biggest action hits 
for Game Boy Color when 
it’s released early this spring. 





N64 THRASHED BY HAWK 






€ ony Hawk's Pro Skater 
e. from Activision may be the 


biggest extreme sport title to hit 
the planet since 1080? Snow- 
boarding, and it's headed to the 
N64. Why is Tony Hawk so huge? 
You might think it’s the great 
graphics, the awesome sound- 
track, or the incredible skate 
parks. But youd be wrong. Sure 
all of those things are great, but 
what makes Tony Hawk's Pro 
Skater the best are the moves 
and the challenges. This isn't just 
a skateboarding game with a big 
name license—it's a magnificent 
ride in its own right. 


Stick it or bail 

The thing about the tricks in Pro 
Skater is that they feel natural 
and intuitive. You have to be 
lined up straight to nail a land- 
ing, and you need to build up speed to 
catch big air. The higher you go, the more 
stunts you can pull. Each C Button sets you 
up for one type of trick: ollies, spin tricks, 








grabs, and slides, but your 
speed, position, and Control 
Stick motion determine which 
of the hundreds of motion- 
captured stunts you'll actually 
get and what score you'll earn. 
The variety of moves alone is enough to 
keep players skating for hours. Better yet, 
you can even check out your moves using a 
Replay Mode. 


Tapes and skates 


Songs from Primus, Goldfinger, Dead 
Kennedys, The Ernies, Even Rude, 
Speedealer, Unsane and The Vandals show 
up on Tony’s Pak. The music sounds great 
and adds energy and tempo to the game, 
and that actually helps you get into the 
flow of doing stunts. It's one of the best 
soundtracks for any N64 game. But there 
are plenty of other extras that pile on the 
fun. Pro Skater isn't just about tricks and 
scores. You'll face multiple challenges in 
each of the nine parks. Spelling out words 
by grabbing the letters may earn you a tape, 
and if you get enough tapes you'll open up 
new parks. Or you might have to find a hid- 
den item or reach a set point total. In the 
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two-player game, you can compete head- 
to-head in split-screen competitions or 
games such as HORSE. 


Tony keeps truckin' 

Most great games give players a lot of 
choices, and that's one of the things that 
makes Tony Hawk's Pro Skater so much 
fun. You can choose to use Tony or any one 
of nine other pros, such as Bob Burnquist, 
Kareem Campbell or Rune Glifberg. Each 
pro has different attribute ratings for Ollie, 
Speed, Air, and Balance. Beyond that, you 
can pick Tight, Medium or Loose trucks or 
even change the color of your wheels. As for 
the ways to play, the Career Mode puts you 
on a tour of top skating locations in the 
U.S.A. There are Free Skate and Single Ses- 
sion Modes, as well. It's enough to make 
you want to grind down to the store and be 
first in line when Tony arrives in March. 


You can practically feel the concrete, 
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Pak Play 


Hands-on previews of upcoming games. 


APE-MAN SPOTTED ON N64 





he most famous jungle hero of all 
"MR time returned to the silver screen last 
year in Disney's Tarzan, and this year the 
Lord of the Jungle is headed to the N64 in 
a stunning action game from Activision. 
Early peeks at this platform masterpiece 
didn't do the game justice. The development 
team at Eurocom deserves a lot of credit for 
creating a rich, vibrantly animated jungle 
world that is as appealing as Disney's 
movie. Parrots fly through the canopy while 


he fastest action this spring won't 
be on the NASCAR or Fa circuits. 
You'll have to head to the beach to catch 
the speedsters in Midway's HydroThunder 
for the N64. Unlike Wave Race 64, 
HydroThunder is a straight Pe game 
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monkeys scamper among the branches and 
antelope move through the underbrush. 
The game, like the film, begins with a young 
Tarzan and continues through later stages 
with a teenage and mature Tarzan, his skills 
growing along with his body and strength 
as the player progresses. Although the game 
is essentially a 2-D platform game, there's 
plenty of variety to keep things interesting, 
and the play control is as smooth as silk. 
Tarzan should be out of the jungle and into 


on water without stunts. The turning 
characteristics of the boats give the race 
a soft, forgiving feel, but the courses are 
full of hazards, boosts, jumps and 
shortcuts to stir things up. The boats 
themselves range from the sleek Mid- 
way craft to the futuristic 
Banshee. You'll race all 
over the world, from the 
deep Grand Canyon to the 
narrow canals of Venice. 
It's fast, wet and fun, and 
the boost system lets you 
stockpile nitro for when 
you need it most. 
HydroThunder is sched- 
uled to cut loose in the 
early spring. 













the stores by the middle of February. You 
won't want to miss it! 





he biggest name in golf is headed to 
3 the N64 in February, teeing off in an 
arcade-style golf game from Electronic 
Arts. Tiger isn't your conventional golf 
champion, and CyberTiger isn't your con- 
ventional golf game. The look, the sound 
and the feel of the swing all break new 
ground for a golf game. Electronic Arts 
worked with Saffire Corp. to create a swing 
controller using the Control Stick to emu- 
late an actual golf swing. As a result, Cyber- 
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Tiger is all about touch, and it’s very intu- 
itive, particularly for players who haven't 
been using the standard swing meters for 
years. The other innovative thing about 
CyberTiger is the array of super balls that 
you can use to get the ball into the hole. No 
one would confuse this game for a golfing 
sim, but who needs reality when the cyber- 
fantasy is this much fun? 
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Whats breaking in the world of g 


A rainbow on 

Game Boy Color? 

Rainbows and Game Boy Color might seem 
perfectly suited for each other, but when that 
rainbow is Red Storm's elaborate counter- 
terrorist game, Rainbow Six, you might 
think that someone is getting carried away. 
As it turns out, Red Storm and, Crawfish 
Interactive have managed to reach the pot of 
gold with this cool Game Boy thriller. 


Rainbow Six 





Almost everything from the N64 version is 
included—briefings, team and equipment 
selection, tactical mission planning and 
real-time mission execution. The missions 
are new, and you get to choose eight team 
members instead of four. The counterterror- 
ist squad members from Tom Clancy's novel 
may appear small on the overhead perspec- 
tive maps, but the action is big. If you like 
covert action and team tactics, and you're on 
the go, Rainbow Six for GBC is the biggest 
game in town. 

The amazing 

shrinking Rayman 

Ubi Softs Rayman will soon star in his 
own Game Boy Color exclusive game based 
on the original side-scrolling Rayman 
from 1995. In the preview version we 
received at Pak Watch, we weren't sur- 
prised to see the colorful, fun graphics that 
have always been the hallmark of Rayman 
games, but the development team at Ubi 
really pulled out all the stops. The eight 
worlds and 30 stages of Rayman include 
forests, mountains, jungles, caves and 
other areas based on music and darkness. 
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There’s an extra bonus level that's exclusive 
to the GBC game, as well. In this game, Mr. 
Dark has stolen all the light-giving Toons 
and Rayman must hop and bop to save the 
world. The action never stops with Rayman's 
punching and shooting energy balls, flying 
using his helicopter hair, and crawling 
under low ledges. For players who want a 
good-looking platformer with lots of depth, 
Rayman may fit the bill perfectly. 
Racing on Big 
Mountain 

Big Mountain 2000 from South Peak 
Interactive is the same skiing/snow- 
boarding game that Pak Watch show- 
cased about two years ago. The game 
hails from Imagineer in Japan, and 
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Big Mountain. 


although its North American release has 
been long delayed, it does have several 
features not found anywhere else. For 
one thing, it’s the only N64 game to 
feature both skiing and snowboarding in 
one Pak. The graphics may not knock 
you on your seat, but the action is fairly 
challenging and there is a two-player 
mode for head-to-head matches. 






More monsters in store 
Konami is the latest publisher to bring an 
epic monster RPG to Game Boy Color. 
Azure Dreams follows the exploits of a 
young hero who ventures into a tower of 
monsters to seek his lost father. He cap- 
tures monsters by putting a magic collar on 
them or by hatching eggs. Once the mon- 
sters belong to the hero, he can command 
them to protect him, fight for him, or sup- 
port his attacks with magic. There's also an 
exchange option for trading monsters with 
friends. Unlike in other RPGs, however, 
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Azure Dreams 





most of the battles take place in real time 
and are less strategy-based than those іп 
Pokémon or Dragon Warrior Monsters. 
RPGers should take a look when Azure 
Dreams arrives later this winter. 


А fast and 

slippery track 

If you want to get on the track for more 
winter fun, Vatical Entertainment has a 
Game Boy Color snowmobiling game 
called Polaris Snocross, which should be 
warming the shelves by February. This 
top-view racer includes a tournament, a 
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COMING SOON 


two-player Game Link option, and Pass- 
words for saving your progress. Like other 
top-view racing games, such as Mickey's 
Racing Adventure and Star Wars: Episode I: 
Racer, Polaris Snocross takes some getting 
used to. In addition to learning the steering, 
players will be challenged by a variety of haz- 
ards and jumps that make the icy tracks both 
chilling and thrilling. 

N the news 

The word from the Perfect Dark develop- 
ment team at Rare is that everything is com- 
ing together on the highly anticipated game. 
We've also received some new details about 
PD. GoldenEye fans will be happy to learn 
that there will be approximately 30 multi- 
player arenas for up to four players. In the 
one-player game, there will be nine huge lev- 
els, and Joanna Ратка futuristic arsenal 
includes weapons with secondary functions. 
As for the story, Joanna's first mission begins 
with what seems like a simple kidnapping 
and unfolds into a vast intergalactic conflict 
between alien races. April 10th is the launch 
day. Mark it on your calendar. 

April 10th is also the day that long- 
suffering, real-time strategy fans will get 
some relief. That's the new release date for 
Starcraft 64. And April is also the month in 
which the Pokémon Trading Card Game for 
Game Boy Color will be released. 

Finally, a little-known software company 
here in Redmond, Washington, by the 
name of Microsoft has its first product ever 
for a Nintendo system. Microsoft Puzzle 
Collection for Game Boy Color includes six 
action puzzles: Jewel Chase, Spring Week- 
end, Lineup, Flinty Flush, Color Collision 
and Rat Poker. The games are clever and 
captivating, and they don't appear to 
include a web browser. 


Microsoft Puzzle Collection _ 
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| BATTLEZONE 64 








| BIG MOUNTAIN 2000 


BLUES BROS. 2000 
CARMAGEDDON II 
CHEF’S LUV SHACK 
CYBERTIGER 
DAIKATANA 
DESTRUCTION DERBY 64 


| FIGHTER DESTINY 2 
| HERCULES 


HYDROTHUNDER 
HYPER-BIKE 

NUCLEAR STRIKE 64 

PGA EUROPEAN TOUR 
POKEMON STADIUM 

RALLY CHALLENGE 2000 
RAT ATTACK 

RIDGE RACER 64 

TARZAN 

TONY HAWK’S PRO SKATER 





WORLD LEAGUE SOCCER 2000 


1942 
ARMORINES 
ARMY MEN 2 
AZURE DREAMS 
BATTLETANX 


BILLY BOB’S HUNTIN’ AND FISHIN’ 





CASTLEVANIA || 
CARMAGEDDON 
CROC | 
CRYSTALIS 
DAFFY DUCK 
EVEL KNIEVEL 
F-18 THUNDERSTRIKE 
THE NEW ADVENTURES OF 
MARY-KATE & ASHLEY | 
MEGA MAN 5 | 
NBA IN-THE ZONE 2000 
NBA LIVE 2000 
NFL BLITZ 2000 
NHL BLADES OF STEEL 2000 
NHL HOCKEY 2000 | 
TIGER WOODS GOLF | 
POLARIS SNOCROSS | 
RAINBOW SIX 
RESIDENT EVIL 
STREET FIGHTER ALPHA 
SUZUKI ALL-STAR 
EXTREME RACING | 
TUROK: RAGE WARS | 
WICKED SURFING 
UNO 
YODA STORIES 





















































LL 2001 
ARMY MEN: AIR COMBAT 


ECW: HARDCORE REVOLUTION 


EXCITEBIKE 64 

F-1 RACING CHAMPIONSHIP 
MINI RACERS 

NIGHTMARE CREATURES 2 
OGRE BATTLE 


| PERFECT DARK 





BANJO-TOOIE 

DAIKATANA 

DUCK DODGERS IN THE 
23 1/2 CENTURY 


| ETERNAL DARKNESS 


| 


| EARTHBOUND 64 


HARRIER 2001 

JEREMY MCGRATH 
SUPERCROSS 2000 

KIRBY 64 

MICKEY SPEEDWAY USA 

NOMENQUEST 

RIQA 


| RUSH 2049 


SPIDER-MAN 
STUNT RACER 3000 


NINTENDO 64 
GAME BOY COLOR 


TAZ EXPRESS 
TEST DRIVE RALLY | 
ALICE IN WONDERLAND | 
BLASTER MASTER || 
DAIKATANA ADVENTURE 

HEROES OF MIGHT & MAGIC 
POKEMON TRADING CARD GAME 
RAYMAN | 
TOMB RAIDER | 





OF BATMAN 
TUROK 3 
TWELVE TALES: CONKER 64 | 
X-MEN | 
WILDWATER | 
WILD METAL COUNTRY | 
WINNIE THE POOH | 
ZELDA GAIDEN 
MICRO MACHINES V3 
SAN FRANCISCO RUSH 
SILICON VALLEY 
LEGEND OF ZELDA | 
WARIO LAND 3 | 
ZELDA: 

FRUIT OF THE MYSTERIOUS TREE 
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ANIMATED VIOLENCE 
MILD LANGUAGE 
SUGGESTIVE THEMES 


Visit www.esrb.org or call 1-800-771-3772 
for rating information. 
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_ Соте along as we defend the lush green jungle and 
its inhabitants with the Ape Man himself in 
Activision's latest animation sensation, Disney's Tarzan. 
The adventure begins with Tarzan a mere Lad of the 
Jungle, but as the game progresses, Tarzan grows into a 
vine-swinging, tree-surfing wild man. We'll help you learn 
what it takes to make Tarzan the Lord of the Jungle. 


сасе caught all 150 Pokémon 


and trained them well. You 
yearn for a Poké challenge, 
preferably in 3-D. You're in 
uck. Our Pokémon Stadium | 

| training guide will have you 
ready for the Pokémon League 
in no time. 


your engines. Ridge Racer 64 is 
right on track, with formidabl 








30. Chameleon Twist 












| physics, eight extreme cours 
and furious four-player actio 


| you're sure to be the first to th 


finish line. 





97. Mischief Makers 










































232. Donkey Kong 2: Diddy's Kong Quest 
233. pud Kore Land 3 B 
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N64 67. GoldenEye 007 136. Quake 205. Yoshi's Story 272. Mortal Kombat 4 389. Crystalis (Game Boy) 
1. A Bug's Life 68. GT 64 Championship Edition 137. Quake II 273. Motocross Maniacs 2. 340. CyberTiger 2000 (N64). 
2. AercFighters Assault 69. Harvest Moon 138. Quest 64 Game Boy 274. Ms. Pac-Man 341. Daffy Duck (Game Boy) 
3. AeroGati, 70. Hexen. 139. Rainbow Six 206. А. Bug: 's Life 275. Mulan. 342. Daikatana (N64). 
4. Airboardin’ USA 71. Hot Wheels 140. Rampage Universal Tour 207. All-Star Baseball 2000 276. NBA in the Zone 343. Беја Vu IEE vo UM 
5. All-Star Baseball ^99 72. Hybrid Heaven 141. Rampage World Tour tz 277. NBA Jam '99 944. See Derby 64 ) 
6. All ae Baseball 2000 73. p 5 Reckin’ Balls 142. Rayman 2: The Great Escape ade Hits: Defender/Joust 278. NHL Blades of Steel 345. Dolphin 
7. All-Star Tennis " 74. International Superstar Soccer “98. W3. Read 2 Rumble 210. Arcade Hits: 720 Degrees. 279. NHL Blades of Steel 2000 346. Du Duck Dod E E i Century (N64) 
8. A Men: Sarge's Heroes 2 International Superstar Soccer 64 144. Resident Evil 2. 211. Arcade Hits: Spy Hunter/ Moon Patrol 280. Paperboy 347. ation d od 64 us 
9. Asteroids jeopardy! 145. Re*Volt 212, Asteroids 281. Pitfall 348. Elmo in Grouchland (Game Boy) 
10. Automobili Lamborghini 5 Jet Force Gemini 146. Road Rash 213. Babe's Friends 282. Pocket Bowling 349. Eternal Darkness (N64) 
11. Banjo-Kazooie 78. Ken Griffey Jr's Slugfest 147. Robotron 64 214. Beauty and the Beast. 283. Pocket Bomberman 350. F1 World Grand Prix (Game Boy) 
12. Bass Hunter 64 79. Killer Instinet Gold 148. Rocket 215. Black Bass Lure Fishing. 284. Pokémon. 351. F1 World Grand Prix Й (N64) 
_ 13. Bassmasters 2000 80. Knife Edge 149. NU Scavenger Hurt 216. Blitz 285, Pokémon Pinball 352. Game Boy Camera and Printer 
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24. Buck Bumble 9t. Magical Tetris Challenge: featuring Mickey 160. Starcraft 64 227. Chessmaster л Shadowgate Classic 363. ge ‘Tunes Space Race (N64). 
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40. Deadly Arts 107. Multi fang Championship 176. Toy SI 243. Game & Watch Gallery. 312. Twouble 379. Rally Racing (Game Boy). 
41. Diddy Kong Racing | 108. Му: d 1. 1g Goemon 177. Toy St 244. Game & Watch Gallery 2 313. Wario Land: Super Mario Land 3 380. Rat Attack 4 
2 Deny Kong 64 Winter Olympics 98 ys pb) 7 2000 - 245. Сех 314. Wario Land II 381. Resident Evil Cave Boy) 
43. Dx inosaur Hunter - 246. Godzilla 315. WWE Attitude 382. Ridge Racer 64 (N64) 
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"45: Duke Nuk 112. NBA Hangtime б eeds of Evil 2 mm іл Оле Golf | 317. Yar’ 8 Revenge 384. San Francisco Rush (Game Boy) 
46. Duke Nukem: Zero Hour. 113. NBA In the Zone 98 182. Twisted. Edge Snowboarding. T 318. Yoda Stories 385. SimCity (N64). 
47. 2 3D 114. NBA In the Zone 99 183. Vigilante 8 2 janes Bond 007 319, Zebco ProBass Fishing 386. South Park Rally (N64) 

_ 48. Extreme . 115. NBA Jam 99 184. Virtual Chess 64 3 Hs en Griffey Presents: MLB. е 5 387. Space Station Silicon А (Game Boy) 
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- 5t E-E World SR Prix 118. NBA Live 2000 187. Waialae Country Club: True Golf Classics Beis Pinball Land 321. 40 Winks (N64) 390. Street Fig pus u (Game. m 
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Es МНЕ Blades of Steet 191. WCW Mayhem . The Legend of Zelda: Е Link's Awakening DX 55 Amy Men (Some i & 394. Tamagotchi (N64) 
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YOUR SERVICE 
CHOICES: 


*AUTHORIZED REPAIR CENTER ( 


One of the many convenient locations near you. 
Drop off your broken system and get a permanent 
replacement the same day or shipped directly to you 
within 3 business days. 


* EXPRESS PROGRAM SERVICE 


For an itional r ill i *While Nintendo may suggest repair pricing, service providers are free to set 
9 additio ix 55, йоз SY А WI be P cked their own fees. Prices are in U.S. dollars. Available in the U.S.A. only. Call for 
up and delivered to your home or place of business Canadian service options and prices. © 1999 Nintendo of America Inc. 


within 10 business days. © 1999 Nintendo/Camelot 
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These Nintendo Power issues are available individually. Add 
them to your collection! Features in each issue are listed below. 


Volume 127 (ес. оо): WWE WrestleMania 2000, Toy Story 2, 
Castlevania: Legacy of Darkness, Donkey Kong 64— Part 2, NBA N64 
Tip-Off 2000, Ready 2 Rumble, Top Gear Rally 2, Rainbow Six, 
Operation Y2K Countdown, Mickey's Racing Adventure, Star Wars: 
Episode I: Racer, Ghosts ‘n` Goblins, Game Boy-a-Go-Go. 


Volume 126 (Nov. 99): Donkey Kong 64, Rocket: Robot on Wheels, 
Harvest Moon 64, Jet Force Gemini, NBA Courtside 2 Featuring Kobe 
Bryant, Resident Evil 2, Monopoly, Earthworm Jim 3-D, ВашеТапх 2, 
Mario Golf (GB), Survival Kids (GB). 


Volume 125 (Oct. ‘99):Jet Force Gemini, Army Men: Sarge’s Heroes, 
Starcraft 64, Road Rash 64, WinBack, Hot Wheels Turbo Racing, 
Rayman 2: The Great Escape, WCW Mayhem, Knockout Kings 2000, 
Pokémon Special Pikachu Edition (GB), Donkey Kong 64 In-Store 
Demo Strategies. 


Volume 124 (Sept. ‘99): Jet Force Gemini Preview, Gauntlet Legends, 
Hybrid Heaven—Part 2, NFL Blitz 2000, Gex 3: Deep Cover Gecko, 
Re-Volt, Shadow Man, Madden NFL 2000 Vs. NFL Quarterback 
Club, Sprocket Preview, Starcraft Preview, Tarzan (GB), Revelations: 
The Demon Slayer (GB), Looney Tunes (GB), Déjà Vu I & II (GB), 
Player's Choice Strategies. 


Volume 123 (Aug. 99): Hybrid Heaven, WWF Attitude, World Driver: 
Championship—Part 2, Army Men: Sarge’s Heroes Special, Mario 
Golf, Command & Conquer, Gex 3: Deep Cover Gecko Preview, Bass 
Hunter 64, Duke Nukem: Zero Hour, LEGO Racer, Monster Truck 
Madness, Spawn (GB). 


Volume 122 (July ‘99): World Driver: Championship, Quake II, Star 
Wars: Episode I: Racer Review—Part 2, Command & Conquer, Hybrid 
Heaven Preview, Inside E3: The Future of Nintendo, The New Tetris, 
Rugrats: Scavenger Hunt, Mario Golf Preview, Shadow Man Preview, 
Ken Griffey Jr’s Slugfest (GB), Pokémon Pinball (GB), Duke Nukem 
(GB). 


Volume 121 (June ‘99): Pokémon Snap, Ken Griffey Jr.'s Slugfest, 

A Bugs Life, WWF Attitude Preview, Star Wars: Episode I: Racer 
Review—Part I, V-Rally Edition ‘99, Behind the Scenes at Left Field 
Productions, World Driver: Championship Preview, Monaco Grand 
Prix, Conker's Pocket Tales, R-Type DX, All-Star Baseball 2000 (GB), 
Join the Power Panel. 


Volume 120 (May ‘99): Guide to E3, Star Wars: Episode I: Racer 
Preview, 1998 Nintendo Power Award Winners, Superman, All-Star 
Baseball 2000 (N64), Shadowgate 64: Trials of the Four Towers, All- 
Star Tennis ‘99, Bust-A-Move ‘99, Ken Griffey Jr.s Slugfest Preview, 
Airboardin’ USA, Pokémon Snap Preview, Conker's Pocket Tales 
Preview, Game Boy Color Games, Super Mario Bros. Deluxe. 


Volume 119 (Apr. ‘99): Beetle Adventure Racing, Super Smash Bros., 
Triple Play 2000, O.D.T., Global Gaming Special, у 
Goemons Great Adventure, MLBPA Bottom of the oth, Lode Runner 
64, Statshot: Space Circus Fever, NBA In the Zone '99, А Bugs Life 
Preview, Midway Arcade Hits, Re-Volt Preview, Y2K Exposé, First 
Edition of PokéCenter. 


Volume 118 (Маг. 99): Tonic Trouble, Vigilante 8, Castlevania 

Review Part 3, Duke Nukem: Zero Hour, Chameleon Twist 2, 
California Speed, NHL Blades of Steel ’99, Rampage 2: Universal Tour, 
NBA One-on-One, NP Awards Nominees, Command and Conquer 
Preview, Pokémon Hits the Deck, Logical, Power Quest. 


Volume 117 (Feb. ‘99): Mario Party, WCW Nitro, The Legend of Zelda: 
Ocarina of Time Review—Part 3, Pokémon Link Cable Special, Penny 
Racers, Castlevania Review—Part 2, Snowboard 

Kids 2, Beetle Adventure Racing Preview, Hexcite, Vigilante 8 Preview, 
Turok 2 (GB), The Legend of the Sea King, Shadowgate Classic, 
Rayman 2 Preview. 


Volume 116 (Jan.‘99): Predictions for 1999, Castlevania, South Park, 
BattleTanx, Turok 2, FIFA ‘99, Nightmare Creatures, Fox Sports 
College Hoops ‘99, Charlie Blast Territory, NBA Jam ‘99, NHL 
Breakaway, The Legend of Zelda: Links Awakening DX, Carrot Crazy, 
Montezumas Return, Gex: Enter the Gecko, ODT Preview, 
Shadowgate 64 Preview. 


Volume 115 (Dec. ‘98): Star Wars: Rogue Squadron, The Legend of 
Zelda: Ocarina of Time Review—Part 2, Body Harvest— Part 2, NBA 
Live ‘99, Rush 2, Magical Tetris, lop Gear Overdrive, Virtual Pool 64, 
Golden Nugget 64, Quest for Camelot, BattleTanx Preview, 
Castlevania Preview, Game Boy Color Starting Lineup. 


Use the Back Issue/Tip Book Order Form in this issue to order 
past Nintendo Power issues and books, or call our Consumer 
Service department at 1-800-255-3700 to order by phone with Visa 
or MasterCard. 
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Super Power Supplies 
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